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2 PLAYER 
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Јитр Васк | Jump Forward 


Back/ Quick Medium Fierce 
Block b Forward Punch Punch Punch 
Defensive | Offensive ud 
Crouch Crouch Quick Medium Fierce 
Crouch Kick Kick Kick 
RANDOM SELECT STAGE AND MUSIC SELECT 
To have the computer randomly select After selecting your character, use the joystick and button combinations 
your character, press up on the joystick at below to select the background. The player to do this first will select the 
the character select screen and stage, the player to do this second will choose the background music. 
simultaneously press the start button. ^+ ОР - WOLF CASTLE Y+ MK - SPINAL SHIP 
Y+ ОР - BRIDGE ^+ FP - SPACE SHIP 
CHARACTER COLOR SELECT ^+ ОК - STONEHENGE Y + FP - STREET 
At the character select screen, tap up or y + QK - DOJO ^ + FK - HELIPAD 
down on the joystick before selecting your ^+ MP - JUNGLE Y + FK - SHIP 
character to cycle through the Y + MP - DUNGEON V + MK (BOTH PLAYERS) 
various colors available. ^+ MK - MUSEUM SKY STAGE 


SPEED SELECT 
In a two player game, input the following 
before you select your character to change 
the game speed. ~ 5 : — d 

Normal y + QP/QK € H E d $ ure dj 

Fast V + MP/MK 2 m4 1 ; E N 
Ultra y + FP/FK 
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Auto-Doubles 
An Auto-Double is a computer 
controlled hit awarded when 
you follow an Opener, or a 
jumping in attack with the cor- 
rect Punch or Kick button. In 
the original КЇ, a large part of 
playing the game was memo- 
rizing which Punch or Kick but- 
tons awarded Auto-Doubles 
after an Opener. Simplified in 
КІ2, Auto-Doubles are now 
awarded by pressing a Punch 
or Kick button to the left of the 
button used for the Opener. A 
Fierce Opener should be fol- 
lowed with a Medium Punch or 
Kick for the Auto-Doubles. 


can 
jumping ай. a standin 
crouching attack, or any Special 
Move which doesn't knock an oppo- 
nent away. Each character has at 
least 3 Special Moves which open 


4. 
he. 
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an opponent for a Combo. A "jump- 
ing-in" attack is also an Opener, as 

‚it сап be followed by a special 

move, or an Auto-Double. Standing 
and crouching attacks also have 
Opener status, for these moves can 
be chained into a Combo, or Two- 
in-Oned with a Special attack that 
starts the Combo. 


Openers 
Openers are moves which 


Medium Openers would be fol- 
lowed by Quick Punch or Kick 
Auto-Doubles, and Quick 
Openers would be followed by 
Fierce Punch or Kick Auto- 
Doubles. It's possible to use 
Punch or Kick when going for 
Auto-Doubles, and it's wise to 
alternate between the two 
because the Auto-Double is the 
“window” for a Combo Breaker 
move to be performed. To 
make it harder for the opponent 
to successfully perform a 
Combo Breaker, the Auto- 
Doubles were cut from the two 
computer controlled hits in КІЯ, 
to one computer controlled hit, 
making the ^window" for a 
Breaker smaller. 


Manual Auto-Doubles 
New to КІ2 is the Manual Auto- 
Double system. Manual Auto- 
Doubles are similar to Auto-Doubles 
in the sense that both the Punch or 
Kick buttons can be used to lower 
the chances of being Combo Broken. 
However, unlike Auto-Doubles, the 
last hit or Auto-Double is not award- 
ed, or computer controlled, but man- 
ually input. The Manual Auto- 
Double must be done in close while 
standing (some characters also have 
a crouching Manual Auto-Double), 
and for most characters, it's possible 
to hold towards or back on the joy- 
stick to charge your next move. The 
Manual Auto-Double is achieved by 
pressing any Fierce Punch or Kick 
attack, and following it (or ^chain- 
ing") with any Medium Punch or Kick 
attack. The Manual Auto-Doubles 
have an even smaller window for 
Combo Breakers, and can be per- 
formed after normal Auto-Doubles, 
or after certain Openers. Attaching 
Manual Auto-Doubles after a stan- 
dard Auto-Double makes it possible 
to access all 7 sequences in the КІ2 
combo system. It's best to alternate 
or mix up Manuals by going from 
Kick to Punch or Punch to Kick to 
lower the chances of being Broken. 


a is D. 


SUPER LINKERS ENDSPECIALS 


er is a transition . А Super Linker per- Each character in KI2 has four different special Combo-ending Special 
md each character forms the same Moves. These are known as Endspecials, and unlike Linkers or Auto- 


has up to three. This function as a nor- Doubles, Endspecials end Combos, rather than extending them. 
Special Move bridges two mal Linker. Performing all four individual Endspecials (in no special 


Auto-Doubles or Manual However it requires player an additional fifth Endspecial, called the Super E 
Auto-Doubles together. Its three full blocks of only be performed if the other four | 
possible for some charac- energy from the the match. Different from КІ1, End 
ters to perform multiple super gauge, and powered up. The number of hits awarded fo 


Linkers in a Combo. hits five times. to which of the four Endspecials have been used. Using the same 
Endspecial in a match only awards one hit for the Endspecial. Using two 
COMBO THEORY different Endspecials in a match, awards two hits for both Endspecials, 
The new and improved Combo system on КІ2 expands апа so on. Performing all four Endspecials will not only award four hits 
on the KI Combo engine, making it even more com- per Endspecial, but open up a hidden Fifth Endspecial. 
plex. KI1's Combo engine had only five sequences: The advantage of using all five of a character's Endspecials in a match 
Opener, Auto-Double, Linker, Auto-Double and is that it not only powers up the number of times they hit, but also powers 


Finisher. КІ2 expands upon this with the introduction up the number of hits awarded for an Ultra Combo. Using one or no епа: 


1 FSA HL KTS 


of Manual Auto-Doubles. These can be specials a allots 14 hits for an Ultra Combo. Four hits are added to 
placed after standard computer controlled Ultra d а 
Auto-Doubles. This expands the Combo maxit 
system to a total of 7 sequences: Opener, 

Auto-Double, Manual Auto-Double, Linker, 


Every p 
Auto-Double, Manual Auto-Double and Breaker. The Special Move or Combo Break ur ‘opponent's 
Finishing Move. Combo to a halt, and awards energy to your Super gauge in the 


process. The trick is, only Auto-Doubles, Linkers, and Endspecials 
1-0 Stat the ai can be broken (Endspecials are unbreakable if done in slow motion). 
5 "i ke Auto-D bl M al Simplified from part one, a player had to be proficient with all the 
uper Linker, Auto-Double, Manual, characters to recognize and break a Combo. On top of all this confu- 


Super Endspecial. sion, Auto-Doubles could only be broken with a button of lower value 
2—Opener, Auto-Double, Manual, than the button used for that Auto-Double. Huh? Thankfully, Rare 
Super-Linker, Auto-Double, Throw, redesigned KI2's Breaker system, changing the Combo Breaking per- 
Air Opener, Air Double, Pressure centage from 33% to 50%. How? Simple, any Punch Auto-Double can 
Move, Super Move. now be broken with Any Kick button Breaker Move, just as any Kick 
Auto-Double can be broken with any Punch button Breaker Move. Even 
ULTRA BREAKERS though performing Jago's Uppercut Breaker Move with a kick button 
It’s a good idea to master your doesn't sound right, it does work, and this applies to all the charac- 
character's Super Move, because ters: The Breaker Moves can be performed with a Punch or a Kick. 
they also double as Ultra/Mini Ultra Breaking Combos takes practice, but a few things were done to 
Combo Breakers. To break an make them easier to perform. For example, all Punch Auto-Doubles 
Ultra, you must have at least one consist of only Punch attacks, and all Kick Auto-Doubles consist of just 
full level saved on your Super bar. Kick attacks, This meros jr sasiet to Lied which button urs ior | 
, e Breaker move. The window for a Breaker is between the first hit 0 
EEN the Auto-Double, and the second hit of the Endspecial, or Linker Move. 


Move at the beginning of the Ultra, қ М А : 
or the first four hits io break it. The Combo Breakers can also be done in the air while your opponent is 


d performing a Juggle Combo on you. Not all Air Juggles can be bro- 
ин юг me Breaker ends When- ken, but most standing attacks and all Pressure Moves that juggle can 
the Ultra animation starts "cycling be broken. The same rule for Combo Breakers applies to Air Combo 
or repeating the same attack. Breakers: Punch breaks Kick, Kick breaks Punch. 


PRESSURE MOVES SUI SYSTEM EXAMPLE 
Pressure Moves are moves X Е А 

which lunge your character for- 
ward, hitting twice. If blocked, 
it can immediately be followed 
up with a Special Move, or 
Opener. This is referred to as 
a Pressure Combo. You can 
also perform a Pressure Move 
in a Combo in place of an Auto- 
Double, or as an Opener to a 
Combo. Some Pressure Moves 
will also work as Air Juggles. 


- AUTO DOUBLE 


МИТАР 


THE PRESSURE SYSTEM 

The Pressure Combo consists of the Pressure Move and a Special or Super Move. 
The Pressure Move lunges your character toward a blocking opponent for two hits, 
that can immediately be followed by an Opener. This “Pressures” the opponent to 
continue holding a blocking position, awarding you energy to the Super gauge. 
Alterna 1g between high and low Kaz? after a Pressure Move increases the 
chances of scoring the Openi 

In order to prevent pla Di back and forth at each other with 
blocked Pressure Combos, Pressure Breakers. The Pressure Breaker 
interrupts the opponent's Special Move Opener that finishes a Pressure Combo, and 
awards you the Opener to a Combo. The Pressure Breaker system is similar to the 
"Rock, Paper, Scissors" game. A “Rock” opener used in a Pressure Combo, would 
һе broken by a “Paper” counter move. The window for a Pressure Breaker is after 
the first hit of a Pressure Move. Performing the Pressure Breaker or Counter early 
buffers the move so that is comes out the instant the Breaker window opens. 


Overheads, or Overhead at 
moves designed to speed 
play by preventing players from 
"turtling" in a defensive crouch. 
Overheads can now һе performed 
even if the opponent is standing, 
unlike KI1 which required the oppo- 
nent to be crouching. However, an 
Overhead can no longer be followed 
by Auto-Doubles, but must be Two-in- 
Oned, or chained with an Opening 
Move to start the Combo. Overheads 
are performed by holding back on the 
joystick, and pressing FP or FK, 


THROWS 
Ей . Turtles or ЫШ Was the nai 


= i 1 it also t: takes off very little 
energy. Going one step further, you can also perform a 
Throw in a Combo, which leads to Air Juggling. 


THROW COMBOS 
To Throw in a Combo, push the joystick forward, and 
press the proper Punch or Kick button after any Auto- 
Doubles. With the exception of TJ Combo, Throws can 
only be performed in a Combo after standard or comput- 
er controlled Auto-Doubles. 


COUNTERS 
In order to make КІ2 the deepest fighting game ever, a 
new level of complexity was added to offer more vari- 
ables during a fight. To this end, Rare designed an 
extensive Counter Move system that's based on the old 
“Rock, Paper, Scissors” game. The rock counters the 
scissors, scissors counters the paper, and paper coun- 
ters the rock. For example, Tusk's Web of Death “Rock” 
Opener counters Jago's Windkick “Scissors” Opener. 
Tusk's Boot Kick “Scissors” Opener, would counter 
Jago's Ninja Slide “Paper” Opener. Tusk's Skull Splitter 
“Paper” Opener, would counter Jago's Laser Blade 
“Rock” Opener. Jago could also retaliate by using his 
“Rock” Laser Blade Opener to counter Tusk's “Scissors” 
Boot Kick Opener and so on. This “Rock, Paper, 
Scissors" or Counter system is a very important part of 
KI2's gameplay. If both players fully understand the 
counter system, the match can be extremely challenging 
and rewarding. Players who practice identifying an 
Opener and countering it with the correct move will find 
it easy to exterminate a player who “turtles.” 


COUNTER SYSTEM EXAMPLE (TUSK VS. TUSK) 
WEB OF DEATH SKULL SPLITTER 


ды; Counters eb of Death 
THE WEB OF DEATH THE SKULL SPLITTER 


COUNTERS THE BOOT KICK 


COUNTERS THE WEB OF DEATH | 


THROW REVERSALS 
a Throw, push back on the |0 stick | and press 
ow button) in the fi 


Ч cues, when you det the "Throw Grunt" 
our opponent, simultaneously perform the 
Reversal. Beware, Throws Reversals can be reversed! 
This way, the aggressor still has one last chance to win 
the throw if the opponent reverses your Throw Reversal. 


JUGGLES 
To keep KI2 even more interesting, Juggles have been 
added to the Combo engine. Most Pressure Moves, and 
Special Moves will work as Juggles or "Air Juggles." 
By performing at least two different Endspecials in a 
match, some characters can actually perform longer Air 
Juggles, or Juggle Combos. Though Juggle Combos 
can be extremely fun, they can also be broken. 


PARRY 
A Parry is a move which deflects your opponent's attack, 
giving you the opportunity to come in with an attack of 
your own. The attacks can be any Special Move—howev- 
er, each character has a specific move that is powered up 
when performed after the Parry. Unlike a Combo Breaker 
witch knocks the opponent away, Parries can create the 
opportunity for Combos. 

МІ characters in KI2 have a Parry (with the exception 
of Spinal—instead, he has the Power Devour Move), and 
to perform a Parry properly, only specific moves can be 
Parried; a Standing Fierce button attack (FP, FK) that hits 
low or high, an Overhead attack or a Pressure Move 
(Tusk's Back Stab and TJ Combo's Skull Crusher Special 
Moves can also be Parried). If successful, a large amber 
spark will appear (the visual cue for the Parry). At this 
point, you can quickly follow it up with a Special Move. 


PARRY OPENER 
Every character has two Special Moves can only be 
powered-up and done immediately after a Parry. 
When powered up, one of a character's three Openers 
will hit three times rather than once. This is termed 
the Parry Opener. The true purpose for Parry Openers 
is to score high-hitting Combos. In order to pummel 
your opponent with a 70+ hit Ultra Combo, it must be 
started with a Parry Opener. 


depending on your character. 
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instead of coming in with 


PERFORMING THE PARRY MOVE 
To Perform a Parry, simply press back on 


‘Opener to start the joystick, press Quick Punch, hold down 
the Combo, you can per- the Quick Punch to maintain the Parry 
form a Parry Dizzy on the Stance. Once the Parry Stance is per- 


opponent. These are 
Special Moves (usually 
the Get-up move of the 
character who performed 
the Parry) that will daze 
your opponent, leaving 
them at your mercy. 


formed, your character’s stance animation 
is sped up to 4 times it’s usual pace. Not 
only is this is a visual cue for you, but for 
the opponent as well. Keeping this in mind, 
it’s better to perform the Parry at the last 
second before impact. Mastering Parries 
are a requirement for all true Killers! 


SHADOW COMBOS 


Shadow Combos can only be performed by 5 characters: Jago, Tusk, 
Kim Wu, TJ Combo, and Maya. Each of the 5 characters have a special 


Opener Move which leaves a black and white trail behind the them. 
These Opening Moves start the Shadow Combo, and can be fol 


CENA 


Auto-Doubles. The SI 


is done while ] 
to intimidate your opponent. 


SPEED UP COMBOS i 
Not only were slo-mo combos added to KI2, but Speed: ip 
combos as well. Now, you can speed up entire combos, not 
just the endspecials. In KI1, only the endspecials could be 
sped up by performing them as “Hold-Release” moves. You 
can still speed up the endspecial via hold-release in KI2, or 
you can just perform a speed combo. To perform a speed 
combo, you must actually input the commands faster than 
usual, this is known a "Buffering". After an opener con- 
nects, immediately score auto doubles, or manual auto dou- 
bles and interrupt the animation with your next move, either 
a linker or Endspecial. You are essentially buffering your 
next move, and by performing it early, speeds up the rate 
that it animates. The advantage of speed up combos, is 
that the window of opportunity for a combo breaker appears 
much quicker, and makes it harder for your opponent to rec- 
ognize which auto doubles to break. It also speeds up the 
endspecial without having to perform it as a hold release 
move. To really intimidate your opponent, open them up 
with a speed combo, throw in a super linker, speed up your 
auto doubles, and finish it with a slo-mo endspecial. 


CHARGE MOVES 
Charge moves are Special Moves which require the player 
to charge back or forward on the joystick for a few seconds, 
then immediately move the joystick the opposite direction 
while pressing the desired Punch or Kick button to perform 
the Special Move. 


damage from your opponent. It's best to keep а 


-KI2 as -Slo-Mo | or I 


SUPER BAR 
The addition of a Super Gauge adds a new level of 
gameplay to KI2. It consists of six blocks, and can 
be maxed out to twelve blocks. A full flashing red 
bar indicates the first level, a flashing 
indicates a second level Super gauge 
12. It's designed to 


the Super gauge is only limiting themselves. Many 
characters have Special Super Moves that are 
Specifically designed to balance them out against 
more powerful characters. To charge up the Super 
gauge, you must either perform a Special Move or 
Pressure Combo on a blocking opponent, or take 


Endspecial dramaticall N ? | 
Slowly connects. This was more of a glitching 
effect due to Kl's complex Combo system—they 
were also a bit of a pain to do for some characters, 
because a specific timing was needed. Now in КІ2, 
these awesome Slo-Mo Endspecials are easy to per- 
form, and can be done with every character. Simply 
perform your character's Endspecial joystick motion 
twice. For example, performing 2 of Jago's Laser 
Blade Endspecial joystick motions and then press- 
ing FP will slow Jago's Endspecial down to roughly 
one hit per second. For charge characters, it's even 
easier to perform the Slo-Mo Finisher. Instead of 
moving the joystick back, towards, back, and 
towards again, for the Slo-Mo Endspecial simply 
move the joystick back, towards, then back again. 
This sets you up for your next charge move. An 
example would be Maya's Cobra Bite Slo-Mo 
Endspecial. Charge the move, then move the joy- 
stick towards, then pull back and press QP to slow 
down the Endspecial. You can also slow down Ultra 
Combos using the same method of performing the 
joystick motion twice. The advantage of doing Slo- 
Mo Endspecials and Ultras is, not only do they look 
cool, but they are unbreakable! Thanks Rare! 


HOLD RELEASE MOVE 
To speed up the rate a Special Move is performed, hold the required Punch or Kick button down, perform the joy- 
stick motion to achieve the Special Move, and release the Punch or Kick button at the point you would normally 


press it. This also applies to Endspecials and Ultras. 


Another use for hold-release moves is to first Open an opponent with a Punch or Kick attack, and hold the but- 
ton while performing an Opener joystick motion, then release the button at the end of the joystick motion to 
speed up the Opener. This is also referred to as a "Two-in-One". An example with Maya would be her low 


Medium Punch to Savage Blades Opener. First connect with a low Medium Punch while charging back and hold 
the button; the instant the low Medium Punch hits, move the joystick forward and release MP for her Savage 
Blades. Two-in-Ones are very useful when in close combat, and are yet another way to start Combos. 


SUPER MOVES 
One of the many refinements in KD is- ition of Super Moves. These moves 
are usually Super versions of regular Special Moves and do much more damage 
than regular Special Moves. Super Moves require 6 blocks, or one level of the 
This means up to two supers can be stored for later use. Due to 
uper Moves inflict, the motions to perform them are 
actice they can become second nature. 
up Moves. If timed right, they'll suck 
sombos or using them as Air Juggles is also 
very useful. - Each character also has a few Special Moves which require energy 
from the super gauge to perform. These moves are less damaging than Super 
Moves, but do more damage than conventional attacks. 


ULTRA 


The Ultra is a Special Move that can 
the Ja ofa 


the opponen is 


NO MERCYS 
Returning to КІ2 are Kl's No Mercy moves and Ultimate Combos. These moves bask 
cally kill your opponent at the end of a match. No Mercys can be performed while 
п to the flashing red portion of their energy bar at any time dur- 
s must also be performed while the opponent is in the flash- 


n : 
An Air Double, or an Air Co 
air Special Move that can 
mid-air attack. The Air Doub! 
same as the Auto-Double System 
air attack would be followed by a Medium Air 
Double, Medium followed with Quick, and a 
Quick followed by a Fierce. To perform the Air 
Double, perform the characters Air Double 
move, using a button of correct value, immedi- 
ately after the mid air attack Opener. If timed ` | 
correctly, amazing juggling can ensue. 


bar ut can only be done in a шш Both 


ticular backgroun 

match, either by a Special Move that 
depletes the last of the opponent's 
energy bar, or a Combo that also 
depletes the last of the opponent's 
energy bar and sends them flying 
high in the air. Once knocked off the 
background, the game screen will 
cut to an animation of the opponent 
falling to their demise. The follow- 
ing is a list of stages on which you 
can perform a "Knock Off" on the 


used during the match. Using the 
same or no Endspecial the entire 
match will award you 14 hits for the 
Ultra Move. Using 2 different 
Endspecials awards 18 hits, 3 differ- 
ent Endspecials awards 22 hits, 4 dif- 
ferent Endspecials allots 26 hits, and 
all five Endspecials scores 30 hits. 


0-1 Different Endspecials - 14 hits opponent. 

2 Different Endspecials - 18 hits Bridge Any portion of the 

3 Different Endspecials = 22 hits ` Bridge. — 

4 Different Endspecials = 26 hits Stonehenge Тһе fire pit in the 

5 Different Endspecials = 30 hits çı; Epi Aeris cb 
Super Move after Ultra = Up to 4 hits p Зое det. ortis 
You can also perform your character's Helipad Tho N left corner 
Super Move at the end of an Ultra for (beyond the barrels) of 
up to an additional four hits. To per- the Helipad. 
form your Super Move, you must have Dojo Any left or right edge 
a complete Super gauge (a full 6 of the Dojo back- 
blocks), and perform the Super Move ground. 
on the 4th frame of Ultra Combo ani- Dungeon Anywhere. 
mation, or before the Ultra animation Castle The water well at the 
starts to repeat or cycle through the far right . gd 
same attack. Sky Stage Any edge at anytime. 


MINI ULTRAS 
To really show off, you can now perform a "Mini" Ultra Combo at the end of 
your opponent's Green Energy bar. A Mini Ultra only hits seven times, but 
can also be followed by a Super Move to really show off. To do a Mini 
Ultra, you must have at least performed one Endspecial during the round. 
You must also perform the Mini Ultra motion at the end of a Combo that has 
completely drained your opponent's first energy bar. To perform the Super 
Move at the end of the Mini Ultra, you must have a full six blocks in the 
Super gauge, and enter the Super Move command before the fourth hit of 
the Mini Ultra. The Super Move will add an extra four hits to the Combo. 


== 
USK > 


Height: 6°11” 
Weight: 380 Ibs. 
Age: 31 
With the return of the demon lord to 
the land, Tusk leaves the arena to 
issue his challenge. Only by defeat- 
ing all adversaries can a hero earn 
the right to face the evil Gargos. 


Tusk is perhaps one of the most damaging characters in К/2, as well as 
being the epitome of manliness. His only real weakness is not having any 
full-screen projectiles, but his Boot Kick and Skull Splitter are ideal for get- 
ting in close. His best Two-in-Ones are a low or high Medium Kick to a 
Medium Boot Kick or Fierce Punch Weh of Death. 

Tusk's Skull Splitter travels nearly a full screen's distance, and passes 
through Fireballs. The Skull Splitter also hits high; opening up a crouch- 
ing opponent and doubles as a Juggle Move. It can be Two-in-Oned after 
a Fierce Punch Overhead Move and when done out of range of Auto- 
Doubles, the Skull Splitter should be finished with an Endspecial or 
Quick Punch Conqueror. 

The Web of Death is also a very effective move. It's very quick and is 
а, close to medium-range attack. However, you have to be close to an 
opponent to score an Auto-Double hit. If you are close enough to con- 
nect an Auto-Double, try using a Medium Punch or Kick as your Auto- 
Double, or go to a standing Fierce Kick to Medium Punch or Kick Manual 
Auto-Double. If, on the other hand, the Web of Death hits your opponent 
but you're too far to connect an Auto-Double, it's best to finish your 
Combo with a Quick Punch Conqueror, followed by the Skull Splitter 
Juggle Move. If the Web of Death is Two-in-Oned out-of Auto-Double 
range, go for an Endspecial followed by a Juggle Move. Not only does” 
this move juggle your opponent, it is also a Linker. : 

The Conqueror is probably Tusk's most powerful and annoying Special 
Move due to its incredible range. Tusk's Quick Punch Conqueror can be 
used either as a Juggle Move or a Combo Finisher. It can then be followed 
by the Skull Splitter for a second Juggle. When performing the Conqueror, 
try to time it so it connects with the opponent when Tusk's sword is horizon- 
tal. This particular frame has the longest range in Tusk's Conqueror anima- 
tion. Knowing this range is crucial in playing Tusk efficiently. Tusk's Fierce 
Punch Conqueror is also an Endspecial. 

The Boot Kick is also very powerful and can knock down mid-air oppo- 
nents. It can also be used as a Juggle Move. Tusk's best Opener is a 
Medium Boot Kick because it's easier to Two-in-One, and it's also very 


quick. It's best to Two-in-One it after a Manual Crouching Fierce 
Kick/Medium Kick Chain, because the Fierce Kick will stop Overheads. 
Tusk's Fierce Boot Kick is too slow to Two-in-One, hut its range is almost 
full-screen. His Quick Boot Kick has little range but is very fast and can he 
Two-in-Oned. The Quick and Medium Boot Kicks act as Linkers, and the 
Fierce Boot Kick doubles as a Juggle Move and an Endspecial. 
Tusk's Back Stab is his least-used move in most arcades, but skilled Tusk 
players know that this is one of his best Openers. Although it only works 
when you are close to your opponent, it's a great move to use against char- 
acters with charge moves, who will often find themselves walking right into 
the Back Stab. It also works wonders on players who "turtle," so learn to 
use it. If you connect with the Back Stab but are too far from your opponent 
to Two-in-One a move, finish it with a Quick Punch Conqueror. The Back 
Stab is alsü an Endspecial. Its only weakness is that it can be parried. 
The long range and quick speed of the Shadow Move make it very effec- 
tive. It passes through Fireballs and works great as a Reversal for Fireball- 
happy opponents. If you connect in close, you can score Medium Auto- 
Doubles or go for an Endspecial, the choice is yours. If out of range, follow * 
dt with a Quick Punch Conqueror. ; 
The Destroyer Super Move is very damaging and has a tremendous " 
range. It can be used when getting up and can also he used as a Juggle, or 
placed at the end of a Combo or Ultra. The Flame Blade Special is Tusk's 
hest secret weapon. It can be done in the air and can Juggle due to its long 
range. Using the Flame Blade regularly increases Tusk's overall game. 
Tusk's main advantage is his trusty sword which provides excellent 
range to all his punch attacks. This also adds great range to Tusk's 
Pressure Move, which first hits high and then low. If blocked, the 
Pressure Move can be Two-in-Oned with a Web of Death, Boot Kick or 
"Conqueror. Alternating between these three attacks lowers your 
chances of being reversed, and you have to he proficient in this area if 
you aspire to һе an effective Tusk player. Tusk is an up-and-close char- 
acter, players who like to “turtle” need not apply. 
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i COMBOS à i 

All of the Combos are color coded. Each colored border represents which move is being used within the Combo. 

OPENER | PARRY OPENER | LINKER B SUPER LINKER [il AUTO-DOUBLE M MANUAL AUTO-DOUBLE [SUPER ULTRA 
I-]ENDSPECIAL — MINI ULTRA [ULTIMATE I THROW M JUGGLE AIR DOUBLE ES OVERHEAD f PRESSURE MOVE 
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TUSK'S BASIC COMBO FL0W CHART 
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OPENER [I PARRY OPENER [LINKER B SUPER LINKER B AUTO-DOUBLE “MANUAL AUTO-DOUBLE — ULTRA 
FT ENDSPECIAL © MINI ULTRA [ULTIMATE [THROW M JUGGLE AIR DOUBLE [S OVERHEAD f PRESSURE MOVE 


_ PRESSURE COMBOS 


VUC+AK Hold РМК wie +AK Standing РМК | p's 
Additional PRESSURE COMBOS: Së. 
(> + FP, >V x + QP), (Hold Y + FK, MK, SE + FP), (Hold Y + FK, Y4 + AK) 


ENDSPECIAL POWER/UP/COVIBOS 
These Combos are ideal for building up Endspecials. 


зуи эме wie + РР Medium Kick 
MK + QP 


Or finish with any Endspecial. 
Additional COMBOS: 
(Y + MK, 34 + MK, End Special), (>= y < + ОР,ЕР, End Special), (4 Y Y + FK, MP, End Special) 


BASIC. COMBOS: 


Medium Punch ule + МК Quick Kick Ə>VN+QP EYN+FK 
Additional BASIC COMBOS: 
(€ + FP [Overhead], Y Y + МК, QP, Endspecial), (3 Y + FK, MP, `x $ Z + ЕР, Endspecial), 
(Кум + FK, MP, `x $ Z + FP > + FP, MK, Endspecial), (3 Y + FP, MK, 2 % y Z € + FK, MP, Endspecial) 


INTERMEDIATE: COMBOS 


Мк s Pax Fierce Punch 


Additional INTERMEDIATE COMBOS: 

(€ + FP [Overhead], av + MK, QK, FP, MK, Xx $ + FP, MK, Endspecial), (u Y + FP, MK, FP, MP, `x у + (К, FK, FK, 

MK, Endspecial), (2 w 4 e € + OP, FK, FK, MP, 2 + € + FK, MK, FP, MK, Endspecial), (s Y € + FK, MP, FK, МК, 
we «FP, MP, FK, MK, 2 Y 3 + (P, 4 y 3 + FK [Juggle]) 
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Fierce Kick 
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OPENER Jf PARRY OPENER "LINKER B SUPER LINKER I AUTO-DOUBLE [MANUAL AUTO-DOUBLE SUPER [XS ULTRA 
I-]ENDSPECIAL . MINI ULTRA [Ü ULTIMATE [THROW JUGGLE лін DOUBLE fl OVERHEAD f PRESSURE MOVE 


TUSK 


ADVANCED COMBOS 


ег + 136 + FP Medium Punch MK > x+FP 
Additional ADVANCED COMBOS: 
(мук + FP, MK, FP, MK, Ə N y € + FK, MK, FK, MK, 2 % y £ € + FK, MP, Endspecial), 
(€ + QP [Hold QP], N + £ + FP, MP, FK, MP, 23 4 4 €2 + ЕК, MP, FP, MK, € + 33€ + (К), 
(€ + ОР [Hold QP], УЧ“ + FP, MK, FP, MP, € Y Y € «FP, MK, FK, MK, y e El y S9 + FP, 2 V y + FK [Juggle]), 
(€ + QP [Hold QP], x $ Z + FP, MP, FK, MK, <¢ Y «9€ + ЕР, MP, FP, МК, Ə x y € €> + FK, MP, Endspecial) 


"THROW! COMBOS 


Jump + FP м ET SLA 


“Yu Vibe + FP 


Additional THROW COMBOS: өң 
(Se «ОК, FP, > + FK [Throw], «Чк + OP [Juggle], `x y + FK [Juggle]), ү 
(ъз e + FP, MP, FK, MP, S V e + МК, OP, > + FK [Throw], Jump + FK[Juggle], v Aa: MK [Juggle], > x 4 e € + OK [Juggle]), ` 
(€ + QP [Hold QP], x 4 + FP, MK, FP, MP, € £ Y v + FP, МК, FK, MK, Y e € e y x + ЕР, MK, 2 4 FK [Throw], Jump « FK 
[Juggle], < Y Y + MK, >% 4€ + QK[Juggle]) 
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OPENER [I PARRY OPENER [LINKER B SUPER LINKER [ll AUTO-DOUBLE [MANUAL AUTO-DOUBLE — ULTRA 
FT ENDSPECIAL | MINI ULTRA [ULTIMATE THROW {JUGGLE AIR DOUBLE f OVERHEAD f PRESSURE MOVE 


MINI ULTRA 
Must be ренот at the e of the оеп s first life bar. 
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` Buffered Super Move 


- Height 54” _ 
Weight: 130 Ibs. 
Age: 17 
_ | Descendant of the heroes who 
| Eyedol and Gargos, Kim is appoin 
people’s guardian. With the return 


Is at bay. Š 50 vor vi 
of her Split Kick overhead Opener. 
her behind the opponent for an easy surprise Opener. 
a finesse or technical character should consider playing Kim W 
JKim's Tornado Kick Special Move has variable range and, becat 
is a very useful Opener. The QK Tornado Kick has a very shoi 
range, can be Two-in-Oned and hits once. The MK Tornado Kick travels 
baut one character's width and also hits once. The FK Tornado Kick is 
special and it travels about 3 character's width distance, hitting 
Alternating between the MK and FK Tornado Kick is useful in 
e Combos and as a surprise attack against overly aggressive: 


Wu s Fifecracker Special Move was created for close attacks: The 
МР Firecracker is. Linker and an Opener. Because ofthe 
Firecracker's limi it's best it used,as,a.quick Counter move or 
Chained after a Pres ove. Her FP | cker hits twice, and has a 
tad more range than the MP Firecracker. The FP Firecracker is also an 
Opener and an Endspecial. Switching between the MP and FP 
ite go will raise your chances of catching an aggressive opponent 
off guard. 

The Split Kick Special Move is one of Kim Wu's better Openers. It has 
excellent range, can be Two-in-Oned, and travels through most Fireballs. 
Kim Wu's Split Kick also hits crouc! opponents and scores an Opener. 
For exam I who “turtles” or seems to 

start a Pressure Combo with a 

k low), then follow it with a Split 
antis, this move is a key part of 
ust be skilled in this area to make 


front of Kim. The MP and FP Fire 
‚making it a high hitting Fireball. 
ectile and the FP гиа 
oi 


rs lift Kim Slightly off t 
P Fireflpwer is a slow mo! 
els faster. She also has a mid 
S the opponent. Th 


errange. Not only is the 
uspends Kim in the air 


pend Kim in the air long enough for 


Kim Wu has an uppercut Move thal 
Strangely enough, it can only b 
three punch buttons vary how. high tise in the air. It's better to use | 
the QP uppercut because if you miss, you're not stuck in the air as long 
as you would be if you used'a MP or FP-uppercut. This move also be 
done at the last moment to catch an opponent who jumps in late. 

Kim also has a Rolling Move. Tapping forward twice will perform the 
Roll. If done in close, she will roll behind her opponent, giving her a 
chance at an easy Opener. Kim can buffer a Tornado Kick during her roll, 
so that she performs the Tornado Kick as she rises. Or you can do a Split 
Kick when she rises. It can't һе buffered, however; it must be manually 
timed. To say the least, the Roll is an advantage N 
“turtle,” and, when used у, 


the length of the $сге f range c es 


nt because every rota- | 
percut will knock them away. If 
ile and hit the opponent while 
insult to injury, the Snap Drago 
dis а good way to intimidate | 
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even more damage if рег 
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зук +AnyKick ` ew + ЕК NY e + MP, FP y NƏ + (P V € + Any Punch JS + Any Punch 
(QKMK Linker) (MP Linker). 
(MK, Parry Opener) 
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Firecracker Super Linker Snap Dragon Super Air Fireflower Shadow Move 
AM e € + Fierce Punch фе V NƏ «FP €i 95€«MP DNV ee >+ Fierce Kick 
(Requires Three Super Bar Blocks) (Requires Six Super (Requires Four Super (Requires Three 
қ М Bar Blocks) Bar Blocks) Super Bar Blocks) 


Ultras ` 
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Tornado Kick Super Linker 


wd < €> + Fierce Kick 
(Requires Three Super Bar Blocks) 


EL YS>E + Quick Kick 
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KIM WU'S BASIC COMBO FLOW CHART ; 


JUGGLE E 


FIRE- 
CRACKER 
(MP) 
TORNADO 


KICK 
(QK, MK). 


MINI ULTRA 


MANUAL 
AUTO-DOUBLE 


ULTRA 


AUTO-DOUBLE 
MANUAL 
AUTO-DOUBLE 


a OB T т а 
E RY OPENER! LINKER f SUPER LINKER {AUTO DOUBLE MANUAL AUTO DOUBLE 
EG, MINT ORA |_ DMIMAE THROW) ЛІНШЕ) (AIR DOUBLE OVERHEAD 
PRESSURE COMBOS 


Additional PRESSURE COMBOS: 
(Y + МК, S4 e + ЕК), (22, SY £+ MK) (Hold € + FP, «e + AK), (FK, MP, Sv + AK) 


"—UOENDSPECIAL.'PBWER.UP;COMBOS || 
These Combos are ideal for building up Endspecials. 


“му NUE Са Hot — Viv LIVE COSAK Medium Punch V2 + 0р 
«MK + МК + МК + МР a 
Or finish with any Endspecial. 
Additional COMBOS: 
(> + FK, Endspecial), (>>, Y Y e + FK, Endspecial), (4 Y Y + FK, MP, Endspecial), (S Y € + FP, > + FK, Endspecial) 


BASICICOMBOS 


Medium Punch Quick Kick v TEN S+MK GUN GFK 
Additional BASIC COMBOS: 
(€ + FK [Overhead], зу“ + MK, QK, Endspecial), (`x Y + FK, MK, `x + +MP, Endspecial), 


(£ Y N + FK, MP, v V + МК, QK, Endspecial), (S + £ + FP, MK, 9 x ¢ € + FK, MP, Endspecial) 
INTERWVIEDIATE:COWBOS:: 


v Vs +FK 


D 7 


Quick Kick y S240P 
Additional INTERMEDIATE COMBOS: 
(€ + FK [Overhead], `x Y + МК, QK, FP, MK, `x + + MP, (K, Endspecial), (%4 + FP, MK, FP, МР, у у“ + MK, QK, FK, 
MK, Endspecial), (Y + МК, ae + МК, QK, FP, MP, Endspecial), ( x Y 4 + МР, QP, > Уу € + FK, MK, Endspecial) 


NS +MK 


ANUAL AUTO DOUBLE SUP) E 
ЕСА MINI ULTRA HROWA ШШЕ AIR DOUBLE OVERHEAD) M PRESSURE М0 


ADVANCED COMBOS 


334v + FP ы Medium Kick FP 


Additional ADVANCED COMBOS: 
(LY N + FK, MP, FK, MK, 2x + € < + FK, MK, FK, MK, Endspecial), 
(€ + OP, (Hold QP), x + + MK, ОР, FK, MP, >% 44 €? + FP, MP, FP, MK, 2 x 4 e € «FK, MP, FP, MK, Еп а 


THROW COMBOS. 


муи + МР Quick Kick > +FP Jump+FP Vé + МР 


E LS 
Jump «FP | 4€ + МР. 


Medium Kick >+FP 
Additional THROW & JUGGLE COMBOS: 
(мук + ОК, FP, Уук + МР, OK, > + FP [Throw], Jump + FK [Juggle], Y £ < + MP [Air Double]), 
(£ Y S + FK, MP, ЕК, MP, Ə N 4 €> + FP, MK, > «FP [Throw], Jump + ЕК [Juggle], Y € € + MP [Air Double]), 
CM (€ + OP, (Hold QP), —x + + MK, OP, FK, MK, > x 4 ¿ + ЕК, MP, FP, MP, 4 Y 3 + MK, y e € v y x + ЕР [Juggle]) 
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Must be performed at the end of the o 
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Buffered Super Move 


sides 


| plus it goes through: most Fireballs. A 


Height: 510" 
Weight: 140 Ibs. 
Age: 23 
Made Queen of the land of Amazonia 
after her part in banishing the Dark 
Lord Gargos. Cast out by her tribe as 
Gargos returns, Maya must vanquish 
him to regain her throne. 


Maya, the Queen of Amazonia, may also be informally addressed as | 
the "High/Low" Queen. Her close attacks are quick and are easily Two- 
in-Oned with any of her devastating Special Moves making her ideal for 


= an aggressive player. 


Maya's Flip Kick Special Move is one of her Opening attacks and is 
also a Linker. Although the Flip Kick isn't a long range attack, it is very 
speedy. It's best to alternate the Flip Kick and the Savage Blades spe- 
cial moves in Pressure Combos. By randomly switching between these 
two Openers, you will decrease the chance of a Pressure Counter and 
raise the chances of scoring an Opener. You can also Manually Chain 
Maya's Flip Kick after a standing or crouching MP, FP, MK or FK. 
Another effective use of the Flip Kick is to Manually Chain it after her 
overhead FP. This is one of Maya's quickest Openers and is ideal for 
starting her speed-up Combos. Maya also has a Super version of the 
Flip Kick called the Tree Cutter. Not only does the Tree Cutter move 
faster and have greater range than the Flip Kick, it also does much more 
damage. Unlike the Flip Kick, which is an Opener, the Tree Cutter 
Finishes a Combo. 

Her Savage Blades Special Move is very effective because of its long 
range and decent speed. The Savage Blades is a very important part of 
Maya's "High/Low" game. For example, you could start off a Combo 
with a crouching “low” MK, MP or FK and two-in-one it with the "high" 
hitting Savage Blades. As a further extension of the "High/Low" game, 
try alternating the Savage Blades with the Mantis (which hits crouching 
opponents). Doing this will keep your opponent guessing as to which 
Opener Maya will use next. This is yet another useful tactic that will 
increase your chances of scoring a hit and is an essential part of playing 
Maya's “High/Low” game effectively. es 

The Mantis is Maya's best Special Move ee reasons and many 

ituations. For starters, it can be Two-in-Oned and is also a Opener, 
ugh Maya has a conventional. 
also acts as an overhead 
' can also perform the Mantis in 
s the Air Mantis have incredi- 


overhead move (back and FP), the 
move, hitting a crouching opponent. Sh 
mid-air (forward, back, ОР). Not only 


— sive measure to use against Fireball 


the machine in disgust. 


ble range and unbelievable speed, it is also an Opener that 

crouching nt. An effective use of the Air М 

hits your opponent when they’re getting up off the ground and then fol- 
low it with uto-Double. Most Get-up Moves have a small window of 
opportunity, and the Air Mantis is well suited for finding this window. 
The Mantis can be performed after the Jungle Leap in mid-air, and then 
done after the mid-air Jungle Leap for two air moves. These are good 
mid-air tactics as they can confuse your opponent, and is a great offen- 
happy opponents. Maya also has a 
Shadow Mantis. The Shadow Mantis ater range and:speed that 
the regular Mantis and is the Opener for Maya's Shadow. 

Maya also has a Cobra Bite Special Move that works very ' gainst 
jumping-in opponents. Since the Cobra Bite is Maya's Get-up Move, it 
сап be used as an uppercut and it is also one of her Endspecials. 
Maya's Cohra Bite can be Two-in-Oned, but has limited range. 

The Jungle Leap is very useful against Fireball-happy opponents. It 
has great speed and it arcs over projectiles. Maya's QK Jungle Leap has 
a medium range and her FK Jungle Leap travels almost the entire length 
of the screen, plus they both act as Openers. Since Maya has no projec- 
tiles, she is more of an up-and-close character. Not only can the Jungle 
Leap help Maya get close to her opponent, but the QK Jungle Leap is an 
Endspecial as well. Her QK Jungle Leap can be done in the air by per- 
forming a reverse charge move (forward, ther К). If you see... 
your opponent throwing a Fireball, try usi ihe ‘Leap to arc over 
the projectile and then interrupt it in mid-air with a Mantis to score the 
Opener. Next, follow it up with an Auto-Double. Most opponents will. 
instinctively take a defensive crouch posture after committing to a move, 
so this move works best as a surprise attack. om 

Maya’s only weakness is the lack of a Fireball or projectile move. 
But, with all charge moves, she is an easy character 10 master. Playing 
Maya's "High /Low" game is extremely effective and, when played 
aggressively, will often make opponents who "turtle" walk away from 
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SPECIAL MOVES. 


= SE — с > 
Savage Blades Flip Kick Cobra Bite Jungle Leap Air Mantis 
€Charge> «FP €Charge>+MP — <Charge> + МК €Charge> «ОР  €Charge? + QK/FK 2€ «FP 
e (Linker, Parry (Linker) (Get Up Move) (In Air 2€ « QK) (Opener) 
EN Opener) = ES Роне 
= Breakers 2% \ 
= х pt 


* 


j — ZE Y 


$ E Ee, ee Ee EE 
жала E ы Air Double Throw 
<> + PK Air әм LES «FK 2€ + Any Kick >+FP 
<> +P/K (Requires Six (Reversal: _ d 
Super Bar Blocks) € + FP) ST 
SORS 


K ASS 


ge ^ 


Flip Kick Super Linker Tree Cutter ~ Shadow Move 


we E> + Medium Kick >x €2 «FK >зуге-«ҒР 1 
(Requires Three Super Bar Blocks) (Requires Six Super (Requires Three ( 
— Bar Blocks) Super Bar Blocks) | 


Ultr as e 


Savage Blades Super Linker 
MV ¢ <> + Medium Punch 
(Requires Three Super Bar Blocks) 


ES үее->: Quick Kick | 


N КЬ о. 


` Mier any Parry, for the instant 
connect witha — — Dizzy.. 
QP Cobra Bite. di 


ENDSPECALS 


ы 
Cobra Bite: € Charge > + Quick Punch 
š š w * 


| PRESSURE moves. 


солга 


> «Fierce Kick 


ЕТ s Pressure I Move hits high twice for the 
Opener. Its speed helps add to her high/low game, 
keeping her opponent guessing where to block. It 
can immediately be followed with any of her Special 
Moves and if blocked, can he followed with a Cobra 
Bite to catch her opponent's Pressure F Reversal. 
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Sam n oE: -RES ae mmm mme 


i COMBOS ; à 

АП of the Combos are color coded. Each colored border represents which move is being used within the Combo. 

[Б OPENER 7 PARRY OPENER | LINKER f SUPER LINKER B AUTO-DOUBLE | MANUAL AUTO-DOUBLE B SUPER LX ULTRA 
ТТ ENDSPECIA JUGGLE дїн DOUBLE OVERHEAD f PRESSURE MOVE 


A i i = ` = <= 
OVERHEAD MEDIUM PUNCH 


ta El A 3 o 
FIERCE PUNCH QUICK KICK ERCE KICK 


че 


; Sis ae ia MER ar == 9. 
FIERCE PUNCH IEDIUM PUNCH FIERCE KICK MEDIUM KICK RA — А ULTIMATE 
MAYA'S BASIC COMBO FLOW CHART y 
MW o — JUGGLE sin 


E 


EL 


AUTO-DOUBLE 


SUPER LINKER 


Brus 


AUTO-DOUBLE 
Ep 


JUGGLE 


E 


MANUAL AUTO-DOUBLE SUPER (ULTRA ` 


PRESSURE¡COMBOS: 


li ea 


<> + МР 
Additional PRESSURE COMBOS: 
(Y + МР, €> + MK), (>+ FK, «+ FP), (FP, MK, <> + MK), (FK, MP, <> + FP) 


END SPECIAUIPOWERBIUPIGONIBO0S 4 
These Combos are ideal for building u P 
"m 


‘Hold + e>  €25.FP Hold es єэ+0К €2.FP 
+MK +MK + Fl + MK 


Dr finish with any Endspecial. 
Additional COMBOS: 
(> + FK, Endspecial), (> + MP, Endspecial), (Y + MK, «> + MP, Endspecial), (> + FK, €> + MK, Endspecial) 


BASIC) COMBOS: 


Medium Kick Quick Punch 
Additional BASIC COMBOS: 
(€ + FP [Overhead], €> + MP, QP, Endspecial), (€ + МК, QK, «Э + МК, QK, Endspecial), 
(<> + FP, MK, € + МК, QP, Endspecial), (In Air €> + FP, MP, <> + MP, QK, Endspecial) 


INTERMEDIATE COMBOS. 


€2«FP Medium Kick | E ` Quick Punch €24QK 


Additional INTERMEDIATE COMBOS: 
(€ + FP [Overhead], <> + MP, QK, FP, MK, € + MP, QK, Endspecial), (€ + FP, MP, FP, MP, € + МК, QK, FK, МК, 
Endspecial), (Y + MP, € + MP, QP, FK, MP, Endspecial), (€ + МР, QP, >= y e € + MP, OK, Endspecial) 


Em аа IAS 


i T. n aUe ! | 
Шона р "e LINKER M SUPER LIN 23. MBAUTO-DOUBLE ЁЙ MANUAL AUTO-DOUBLE iom 


JUGGLE Le MAIR DOUBLE PS OVERHEAD PRESSURE MOVE 


«йы 
ADVANCED COMBOS 


> e> + ЕР 
Additional ADVANCED COMBOS: 
(€? + МК, OP, FK, MK, 2 Y + £ €> + MK, (P, FK, MK, Endspecial), : 
(€ + QP, (Hold d <> + MP, QK, FP, MK, >x e € + MP, OK, FP, MK, >% Vv €2 + МК, OP, FK, MP, 23 Yt €2 + FK) 


HEBIM: COMBOS 


Jump + FP <> + МК > +FK 


Jump - + FP es + MK E 


rr MK ~~ Quick Kick ++FP x 
+FK М 


| Additional THROW & JUGGLE COMBOS: 
(€? + MP, QP, <> + МР, OK, > + FP [Throw], Jump + FK [Juggle], € + MK [Air Double], >< + ЕК [Juggle]), 
(In Air >< + FP, MK, FK, MP, 2x 4 v €2 + MP, QK, > + ЕР [Throw], Jump + FP [Juggle], >< + MK [Air Double], т, 
€v мәе «FK [Juggle]), 
(€3 + FP, MK, 2x 4 ç <> + MK, OP, FP, MK, 2 y £ €> + MP, OP, > + FP [Throw], Jump + FP [Juggle], >< + MK [Air 
Double], >< + FK [Juggle]) 


е " 
Wu “ш 


COMBOS 


MINIT ULTRA 
Must be performed at the end of the opponente first life bar. 
25 7 Ga a 


1 ULTRA 


Buffered Super Move 
le ыы кене 


Height: 57” 
Weight: 125 Ibs. 
е: 24 


Eyedol's death by Orchid's hand freed 4 
massive energies, ripping Ош тай 


Orchid's back, only this time ‘she’ 's even more devasta 
than before. Thankfully, Rare has decided to give pla 
full view of Orchid’s assets, ensuring that she 
not only in gameplay terms but visually as ме 
Glacius, her Special Moves are now performed wi rolling 
motions instead of charge motions. Players accustomed to 
playing her as a charge character may have a hard time 
making the transition, but the change makes her more of an 
aggressive character, and she's now much better overall 
than she was in K/f. Orchid is a well-rounded (in more 
ways than one) character and plays similar to Jago. 

Her Spinning Sai Move has been replaced with an 
Airbuster. The Airbuster has excellent range and it passes 
through Fireballs if timed correctly. It's best to use her 
Quick Kick Airbuster. Doing so prevents Orchid from being 
stuck in the air for a long time if she misses. The Airbuster 
will also work as an Air Juggle Move. The Fierce Kick 
Airbuster is an Endspecial. 

Orchid's Tonfa Fire now animates differently, and has a 
very quick recovery time. It's very easy to throw multiple 
Tonfa Fireballs, and lure in a jumping opponent. Mixing this 
up with the Fake Tonfa Fire every now and then will keep 
your opponents on theirtoes. The Fake Tonfa Fire is also 
very useful, and can he interrupted by a Special Move. 
Using the Fake in a Pressure Combo and interrupting it with 
an Airbuster is also another way to diligently use the Fake. 
If your opponent blocks high after a Fake expecting a Tonfa 
Fireball, follow it up with a Tiger Slide for the low Opener. 

The new Tiger Slide is one of Orchid's best new moves. 


Тһе Tiger Move can now only be a. 
Like the equally effective Tiger Slide, the Tiger 
speed and range are its biggest assets. It stil passes 
through most Fireballs and hits up to five times. The new 
Super Tiger can also be used as a Super Linker when per- 
formed within a Combo. 

The Ichi Ni San now looks like a real move, and is much 
easier to do. As it stands now, all three hits can be per- 
formed with only the Medium Punch button. A good tactic is 
to use it as a Two-in-One move, using only the first two hits. 
The third hit will finish the Combo. The Medium Punch San 
doubles as a Linker and can be followed with Manual Auto- 
ae which will lower the chances of your Combo being 

roken. 

The Gyro Kyaku looks pretty weird, but has excellent 
range and sucks opponents in towards it. It's also good to 
use the Gyro Kyaku as a Get-Up Move, as it catches oppo- 
nents jumping in. 

Jago players might find Orchid an easy alternate choice 
due to her well-rounded...ahh...feel. Like Jago, Orchid is 
hetter if played offensively rather than defensively. As a fur- 
ther incentive to hard-core Jago players, her moves, and the 
overall strategy that go with them, are very much like the 
Tibetan Monk. 
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Fierce Punch Punch Overhead Quick Kick 


Standing 
Medium Punch 
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Standing 
Quick Punch 


Crouching Fierce Kick 


Crouching Crouching a Crouching “с " Crouching Crouching 
Quick Punch Medium Punch | Fierce Punch Quick Kick Medium Kick 


Close "Ne 22. Close 
Quick Kick Medium Kick Fierce Kick 


Jumping 
Fierce Kick 


i Jumping ETIT Jumping Jumping ' Jumping 
Quick Punch Medium Punch Fierce Punch Quick Kick Medium Kick 
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\ e EE MOVES 


Flik Flak ^ ` an slide „|, Tonfa Fire Fake Tonta Fire 
ıı Y Any Kick зуи + МР "nu. den Kick ` Ум? 17 Punch + NƏ + 0K 
(QK, MK Linkers) utor Fr — Ыт! “ 
Opener 


Breakers 


= Double Air Buster 'hro 
Air Wen Sd A + Any Kick 2 s + Апу Kick , Ə+FP ` 
әз + P/K (Requires Six (Get Up Move) (Reversal: 
Super Bar Blocks) € + FP) 


San Super Linker буго К) yaku 


<< V xE + Fierce Punch Ve et V NƏ «FK 
(Requires Three Super Bar Blocks) (Requires Six Super 


Bar Blocks) 


" Fire Cat. 1 per Linke Fire Cat 
эзүиєэ + Medium kick >x €Ə+MK 
(Requires Three Super Bar Blocks) (Requires Three 
2 Super Bar Blocks) 
Ultras. 


Charge € >% + ¿€ € + Medium Kick 
= 


PRESSURE MOVES | 


>+ TIENE Kirk 


= m 2 — m x E zd 5 En ана 
High T Low Parry xw After any Party; forthe instant Orchid's Pressure Move hits high twice for 


< OP + Hold QP connect with a Dizzy. „1һе Opener and works as an Air Juggle. It 
DK Airbuster... has excellent range and if can һе 
: followed with an Airbuster to catch her gs 
— = MA Е Е opponent's Pressure Reversal. 


CDEP EC ALS 


A TE: ee, СС 5 
Airbuster: med E iss Fierce Kick 


III KU Tee" 


Tiger Slide; E y N + Quick Kick 
- "Cem 


E Endspecial: AUN + КТІ Punch 


5 pet d 


= SAN 


ORCHID ДЕ 


Counters Web of Death 


Vs. KM WU 


Lo Firecracker 


% 
VS. SABREWULF 


Counters Sabi Spin . ak < Counters Sabre Pounce 


EW X 


г 


SAN _ TIGER FLIK FLAK 


> 


- Counters Liquidize e i > nters Icy 


= — 


Counters TJ Tremor | 


d 


Counters Cyber Dash 


wen ZS = 
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All of the Combos are color coded. Each colored border represents which move is being used. within the Combo, 4 
OPENER Ш PARRY OPENER M LINKER B SUPER LINKER f AUTO-DOUBLE MANUAL AUTO-DOUBLE Base ULTRA 

[JENDSPECIAL ` MiNI ULTRA В ULTIMATE E] THROW | JUGGLE f AIR DOUBLE fff OVERHEAD f PRESSURE MOVE 


ear 


` 


1 
2 


TIGER SLIDE 


X 


З... 


FIERCE PUNCH S - ` QUICK KICK x MEDIUM KICK FIERCE KICK — 


AE Mts 


“FIERCE PUNCH MEDIUM PUNCH FIERCE KICK - MEDIUM KICK 


COMBO THROW MINI ULTRA ULTRA — 


B. ORCHID’S BASIC COMBO FLOW CHART 


JUGGLE LALA 


OUBLE 


A mem 4 


AUTO-DOUBLE 
B pem 


JUGGLE 


" ) hc 


— | O O + i 
Td E a 


mmm 


ees 
OPENER [ЇЇ PARRY OPENER Jf LINKER n LINKER -DOUBLE ie КАНА, AUTO-DOUBLE SUPER um 
Що мім ша ULTIMATE THROW 7 JUGGLE j AIR DOUBLE f OVERHEAD B PRESSURE MOVE 


: FRESSURE; CUMEUSE К 


VV AK Wei MK УЧЕ + MP. > МР Standing FP,MK ` Учи + MP > MP 
Additional PRESSURE COMBOS: e: 
(4 + MP, x+ + MP, > + MP, ak + МР), (> + FK, x + Z + AK), (9+ FK, Ə + Z + МК), (FK, MP, x+ + AK) 


ENDSPECIAL POWER UP/COMIBOS 
These Combos are ideal for building up 'Endspecials. 


RER 30s Hold? ТЕ vlait Ной} ъф + МР 2«MP wid «FK 

+ MP + MK MK +MP 

Dr finish with апу Endspecial. ` 
Additional COMBOS: 

(> + FK, Endspecial), (4 Y S+ FK, MP, Endspecial), (S + + QK, FP, Endspecial), (3 Y + MP, > + FK, Endspecial) 


BASIC) COMBOS: 


E 4 amet Py Bm Nee 2 = ; Ыш ee 
“ум + ЕК Medium Kick SYE «MK і і S Lys + ЕК 
Additional BASIC COMBOS: 

(€ + FP [Overhead], Y 4 £ + МР, > + MP, Endspecial), ( Y Y + МК, QP, Y + + MK, Endspecial), 

(£ V S + FK, MP, x + Z + MP, QK, Endspecial), ( x Y £ + MP, QK, > x 4 £ € + МК, OP, Endspecial) 


INTERMEDIATE) COMBOS, 


БЕТІ : Medium Kick ЕК. МР V V s «MK Quick Punch FP MK va 


Additional INTERMEDIATE COMBOS: 
(e + FP [Overhead], Y Y ¿Z + MP, QK, FP, MK, £ Y x + MK, QP, Endspecial), (`x у“ + FK, MP, FP; MP, x + + МК, QP, ЕК, 
MK, Endspecial), (Y + MK, `x 4 + МК, QP, FP, MK, Endspecial), ( Y Y + QK, FP, Ə x 4e € + MK, ОР, Endspecial) 
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| i ы COMBOS ' k 


x : 
OPENER PARRY OPENER ` LINKER B SUPER LINKER | AUTO-DOUBLE MANUAL AUTO-DOUBLE SUPER | ULTRA 
I-JENDSPECIAL — MINI ULTRA F ULTIMATE (THROW JUGGLE [JAIR DOUBLE [OVERHEAD f PRESSURE MOVE x 
SE | 


ADVANCED BOMBOS 


Бе =. X ww PU қалы. ё A - 22 = Lf as S а 
EE LES + MK Quick Punch 3Y S «FK 
Additional ADVANCED COMBOS: $ 
(мук + MP, > + MP, QP, FK, MP, > x y e €> + МК, QK, Endspecial), 
(€ + QP, (Hold QP), x Y Z + MP, QK, FP, MK, cv Y 13€ + ЕР, MP, FK, MP, 62 Y N + FP, MP, FK, MP, Endspecial) 


THROW COMBOS; 


n ІЯ 2 Kd K e % 5 | e 
vp : = m $ gi 
ә. V 1 Ze, 
> ie ev 7 ; э 


NC. 


LUN + MK peere yx 
+ FK 


Quick Kick = «FP Jump«FK yw БЕК beev yuo 
+ MK + FK 4 


Additional THROW & JUGGLE COMBOS: 
1 (мук + MP, > + MP, OK, > + FP [Throw], Jump + FK [Juggle], £ Y x + MK [Air Double], Ñx + + MK), 3 
4 (>x + €> «МК, OK, > «FP [Throw], Jump + FP [Juggle], 4 Y x + MK [Air Double], < + FK [Jugglefj,e 
(€ + QP, (Hold QP), » Y + MP, QP, FK, MP, 23 y €? + MK, OP, FK, MP, € Y 3>€ «FP, QK, > + FP [Throw], 
€ + FK [Juggle], Y € € Y S> + FK) 


i н APD 


OPENER В PARRY OPENER |") LINKER B SUPER LINKER Banne ГГ MANUAL AUTO-DOUBLE SUPER X ULTRA 
LXENDSPECIAL — "MINI ULTRAY ULTIMATE | THROW, JUGGLE AIR DOUBLE B OVERHEAD f PRESSURE MOVE 
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MINI ULTRA 
_ Must be performed at the end of the о 


pponent's first life bar. 
«^W E] Af } m 
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Ve + МР 
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erformed all four Endspecials and have twelve Energy Blocks. 
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V VN + ОК Vu €v ум «FK 
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ET Super Move 


Height: 5'9" 
Weight: 190 Ibs. 
Age: 22 д 
After destroying Fulgore, a furious Jago — | 
is betrayed by his one-time master The 
Tiger Spirit. The disguised Demon Lord 
‚from the void, and 


BEN ж 8.72 

Jago i is the most well- rounded dag: in КІ2 and the | 
most aggressive as well. All of his attacks have excellent 
range, and have almost no lag time. An unskilled Jago play- 
er will insist on playing him using the old K/7 strategies. 
However, a skilled Jago player will utilize his new powers, 
which makes him a much more effective character. 

Because of his new refinements, Jago can also be played 
in a more traditional manner, as found in say...some street 
fighting games. Master Jago players can utilize the basic 
fighting game theories found in traditional fighters and incor- 
porate them with K/2's unique play mechanics. It is because 
of this "total technique" that Jago is perhaps one of К/25 
most balanced players overall. The best part is, those who 
are familiar with both fighting styles | don't need to learn many 
things. All they have to do is blend both styles. 

Jago's Windkick has no recoil when blocked. Іп KI, a 

- blocked Windkick left you open for an easy Combo. Jago’ s 
, new Ninja Slide passes under most Fireballs, and is a low- 
hitting Opener. Mixing up the Windkick and the Ninja Slide 
m «during Pressure Combos keeps your-opponent guessing where 
| " to block and/or which move to Pressure Reverse.” 
et Jago's new Red Endokuken now sends opponents flipping 
e up into the air and, when blocked, hits up to five times. It 2 
also work as an Air Juggle. Using the Red Endokuüken in - 
either a Pressure Combo or in a Two-in-One is very ettactive 
against players who “turtle.” By mixing up this strategy with 
other Pressure Combos, it increases your chance of catching 
your opponent in their buffer counter animation. Some moves 
may pass through the Red Endokuken, but if it does connect, ` 
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Jago's new bois Red Endokuken wor 
that almost always connects if timed properly ап 
four blocks from your Super gauge. It also takes off a large 
portion of your opponent's Super gauge. Using this tactic reg- 
ularly can keep your opponent from inflicting major damage 
with their Super Moves. 
The Shadow Windkick passes through most Fireballs, and 
opens the Shadow Combo. It doubles as a Super Linker when 
done within a regular Combo, but the Super Linker doesn't 
have a Shadow trail. 
Jago is the only character in K/2 who has a Spirit Move. 
The Spirit Move should only be done when you have plenty of — ж 
reserve green energy, or as a safety measure. For Jago to 
perform the Spirit Move correctly, a green mist must travel 
completely up and down his body. This leaves Jago open for — 
a long period of time, so it's best to perform the Spirit Move 
after a Fierce Tiger Fury or, better yet, between rounds. 
Perhaps Jago's best move is his Fake Endokuken. (Let's 
see how many other fighting games copy...uhh...1 , 
mean...borrow this idea.) The Fake Endokuken animation ” 
сап һе interrupted with а Tiger Fury to catch oncoming oppo- 


-. nents off guard. If done from far, the Tiger Fury can һе fol- 


lowed up with an Air Windkick. It can also be interrupted by E. 
Special Moves. Another effective use for the Fake is in Two- 
in-Ones or Pressure Combos. You can catch your opponent 

with a Tiger Fury to counter their bu nter. 

Overall, Jago is the #1 rated char КІ2. 
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| E moves 
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Laser Blade | Windkick ` Ninja 1 Slide ` Fake Endokuken 
зуи + МЕР Уук + Апу Kick € V + Апу Kick умэ + 0К 
(МР Linker) (QK, MK Linkers) (QK, MK Linker) | 


Breakers 


Endokuken Red Endokuken 
Vw + Any punch Press FP УЭ 
Release FP 


& a Ultra Throw Spirit W Moe Tiger Fury 
эз + P/K Air peery «FP Ə +FP әм гез الاد‎ «Ay | 
эуз-«Р/К (Requires Six (Reversal: + OK Punch 
Super Bar Blocks) ` € + FP) (Get Up Move) ` 


SUPER OVE 


5 № ў Кез ЛЕ % 
Р), Ninja Slide Se Linker Tiger Thrash Super Red Endokuken Shado! Move 
P < ym + Fierce Kick peere V 2 «FP эм € «Q0P ANY LES «MK 
(Requires Three Super Bar Blocks) (Requires Six Super (Requires Four Super (Requires Three 


Super Bar Blocks) 
Ultras 


- Bar Blocks) Bar Blocks) 


Windkick Su uper or Linker TX " 1 
>" LES + M E Ж, % * Mini Ultra Ultra 
(Requires Three Super ВІ s ` kaft Ne +0K 


PRESSURE MOVES 


TEKE 


High Parry Low Parry Any Parry can һе for the instant Т ган Nis we my wie for the a 
Н H "st works as an Air Juggle and can be followed with а 

€ QP + Hold QP followed with a Dizzy. Super Endokuken. Mixing up the Tiger Slide and 
QP Tiger Fury... Windkick raises your chances for scoring an Opener. 


If blocked, you can follow it with a OP Tiger Fury to 
catch your opponent's Pressure Reversal. 
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All of the Combos d are color coded. Each colored border represents which move is ЖОШ used within the Combo. 
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7 Ji 7 y ш "^ n 
FIERCE PUNCH 


- 


SUPER LINKER 


JUGGLE 


— c —X 


m cg A EE 


(OPENER [S PARRY OPENER T LINKER B SUPER LINKER f AUTO-DOUBLE MANUAL AUTO-DOUBLE Basen ULTRA 
J ENDSPECIAL MINI ULTRA ` ULTIMATE THROW M JUGGLE AIR DOUBLE [OVERHEAD B PRESSURE MOVE 


РВЕББИНЕ COMBOS 


МА ыз beet 7097 = 2 

2 + ЕК 3 y e4MK Standing F MK 
Additional PRESSURE COMBOS: 

(Y + MK, S Ve + МК), (Y + MK, £ Y 3+ MK), (Hold € + FK, N YZ + AK), (FK, MP, S4 + MP) 


ENDSPECIAL POWER/UP/COMBOS 
These Combos are ideal for building up Endspecials. 


Hold + Lys EXIT Hold A ype «FP. Lys + ЕК Medium Kick V N2 + ЕР 


+MK +MK + MK + MK e 
Or finish with any Endspecial. 5 
iii Additional COMBOS: ©) 
 (ә+ЕК, Endspecial), (Y + МК, a Y v + FP, Endspecial), (4 Y Y + МК, QP, Endspecial), ( Y + FP, > + FK, Endspecial) | Y 
Qm BASIC) COMBOS 
س‎ Ken... Ed қ = ee 


Ka xe ks NS ney > degen em PAR ЙН үс e em 
Medium Kick Quick Punch > Vu «FP 
Additional BASIC COMBOS: 
“24 š (€ + FP [Overhead], x Y Z + MP, (P, Endspecial), ( Y `x + FK, MP, `x $ + QK, FP, Endspecial), 
(чу + ЕК, MK, S£ + MK, ОР, Endspecial), (3 Y + MP, (P, > S + e € + МК, OP, Endspecial) 


INTERMEDIATE; COMBOS. 


Lë D ІЛ 
AR: ir: BA 


E ien ЖО Ж ierit P Edo Log 
N MK MP ZY s«MK 


"MK web 


SYMP Quick Kick = MP 5201 
Additional INTERMEDIATE COMBOS: 
(€ + FP [Overhead], Y Ly + MK, OP, FK, MP, a Y + MP, OK, Endspecial), (i£ V У + FK, MK, FP, MP, “у S + QK, FP, FK, 


МК, Endspecial), (Y + MK, `x V + MK, QK, FP, MP, Endspecial), ( x Y 4 + MP, QK, & 4 w€ + FK, MP, Endspecial) 


zu 


x ж 
= r Sa 
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i un a. Soep 


OPENER  PARRY OPENER LINKER [SUPER LINKER f AUTO-DOUBLE E MANUAL AU AUTO-DOUBLE surra | ULTRA 
LXENDSPECIAL MINI ULTRA | ІЛТІМАТЕ DXTHROW | JUGGLE Bun DOUBLE OVERHEAD PRESSURE MOVE 


ADVANCED COIVIBOS 


< Е E Y М S 4 [mm «тї 
AL LES + МК 0 ТТЕРІ 
Additional ADVANCED COMBOS: 
o (£ 4N + FK, МР, FK, MK, 2 Y y e € + МК, QP, FP, MP, Endspecial), 
(0) (€ + QP, (Hold QP), x + + МК, OP, FK, MP, <¢ Y 13€ + FK, МР, FP, MK, cv + wo «FK, MP, FP, MK, Endspecial) 
= 
тең, 


THROW, МЕНЕ) 


©+FK v y e MK Quick Kick D + УНК Jee is a 
" + ЕР * 


ia 


СЭР mp «FP. ум 
+ MK 


Additional THROW & JUGGLE COMBOS: 
(£ Y Y + MK, OP, > + FP [Throw], Jump + FK [Juggle], 4 Y Y + MK [Air Double], € Y ¢ + ОР [Juggle]), 
(S + ЕК, MK, FP, МР, 23 44 €2 + MK, OK, > + ЕР [Throw], Jump + FP [Juggle], < Y Y + MK [Air Double], 
Ve € V «2 «FP [Juggle]), 
(€ + OP, (Hold QP), x + + MK, OP, FK, MK, € Y УЭ + FK, MP, > + FP [Throw], € + FK [Juggle], Y Z €- 4 x> + FP [Juggle]) 


AICA 


ks de. de a ё 
— риво OPENER ` LINKER Warem LINKER | AUTO-DOUBLE U MANUAL AUTO-DOUBLE B SUPER P ULTRA 
Been EU ULTRA [ULTIMATE "mam JUGGLE Ram DOUBLE OVERHEAD Lag MOVE 
MINTULTRA : = ж 
= Mes һе fioe at the end of ше ЫШ 6 fih life bar. ' 


V Vs +0K 


ULTRA 


oour 


STEN 


r> 


. Buffered Super ее 


(fully, all of h chai 

е motions to rolling as not only given 
Glacius no charge timê but has Changed him from a defensive 
character to an. offensive one. This makes him much more 
aggressive, and a lot easier to play. 

i is one of his most potent and effective 

1 nce animates a little differently from 

Bin t only a visual one. Not 
faster than it was before, the move has 


been toned down a bit, " acius is now open for a low attack. 


The Ice Lance is a Combo inisher as well as an Endspecial. As 
before, the Ice Lance works well against jumping opponents. 
Because of its range and speed (it will hit a standing opponent if 


they stand too close), the Ice Lance is a good, low-risk move to 
use against a “turtling” opponentwho enjoys dancing back and 
forth in front of Glacius, waiting for him to make a mistake. 

The Cold Shoulder is also much faster than it was in KI1. 
Because the Cold Shoulder is now a rolling joystick motion rather 
than a charge move, it can be performed instantly and is much 
more useful than it was before. It can now be Chained after a 
ducking Medium Punch or Kick, and can also be followed by 
¿Manual Auto; Doubles aswell. a a Shoulder i UE an 


“Lance or perhaps a slow Fireball. Opting not to use Glacius’ 
Arctic Blast is detrimental. He plays equally as well from afar or 
up close. 

The new Icy Grip Special Move is almost cheap іп a way, as it 

ders your opponent helpless for a few seconds, but who ever 

sdid fights had to be won fairly? It is probably one of his weaker 
Openers because it can't be Two-in-Oned. However, the Icy Grip 
does grab opponents from the air (about 1 inch from ground). 

To add to this lovely array of cheese, Glacius also has a Super 
Grab, which slams you left and right, and the new Glacial Blast 


. Which depletes a large portion of your opponent's Super gauge. 


Glacius’ bag of tricks extends to his sneaky Liquidize moves as 
well. By performing his quick Liquidize Fake, Glacius can sink in 
his puddle and hold it there to duck under projectiles (it will also 
restore his energy, although it depletes an equal amount of his 
Super gauge). He can also punch out of the Fake with the 
Medium or Fierce Kick buttons. The Medium Liquidize move can 
be Two-in-Oned with an Auto-double and his Fierce Liquidize is a 
Finisher as well as a Juggle Move. What's even more tricky 
about the Liquidize is not only can Glacius perform a Liquidize 
Move that hits opponents behind them (using some of the Super қ 
gauge in the process) but can be done in mid-air as well. By 


(skillfully alternating between different Fireballs, Liquidize tactics 


улады ЖУРСЕ UM Oe Уа 2 š Же ی‎ ptt 
Standing . Standing Standing Back Fierce ng "Standing Standing 
Quick Punch Medium Punch Fierce Punch Punch Overhead ick Ki ediu Kick Fierce Kick 
. 3 EN gi Й PT ти à Ë 


E 


н т: : т "m eege Fierce Kick 
Quick Kick. Medium Kick ` Pressure/Üpener — 


Close Close 
Quick Ze Medium punen р „Fierce Punch 


214 4 SS 


Jumping Jumping ` — d =: Jumping Jumping | 
ж Quick Punch Medium Pu erd ` Quick Kick Medium Kick Fierce Kick 


— Jm 32; ao S n 


GIUNTA SOT 


Openers 


SPECIAL PES 


In Air Quick Kick (Hold) 
V 313 + Any Kick جال‎ 


а 8 р Ice Lance Arctic. Blast Throw Air Double 
Vs PK ` EPI }мӘ+ЕР Avexinm Ә+Р (S2 + Апу 
| V x2 +Р/К (Requires Six Punch (Reversal: Kick 
Super Bar Blocks) < FP) 


Liquidize Super Linker Super Throw Super Arctic Blast Super Liquidize 
€L V «2€ + Fierce Kick ev мәе + 0Р >w «FP et V 2€ + ЕК 
(Requires Three Super Bar (Requires Six Super (Requires Four Super (Requires Three Super Bar Blocks, 
in) Bar Blocks) Bar Blocks) Can be Done In Air) 


Ultras | 


+ Medium Punch ж ! Mini Ultra 
(Requires Three Ser Bar Blocks) : Ve € + OK 


ESSORE MOVES 


- Low Parry ? After any ary, for the instant p Presse Move his Шу for the 

1 izzy. pener, or the Crouching Fierce Kick Pressure 
P + Hold QP щш with а Dizzy hits low twice for the Opener. Alternating 

ce Lance... between the two makes him more of an effec- 


% tive close range character. The Fierce Punch 
ғ, ? z; PS E gis Р ure Move can be used as an Air Juggle. + 
|  €UDSBSCI^LS 


Icy Grip: دال‎ + Quick Punch 


ib. ж 


COLO SHOULDER 


ÍA 
Counters 
Ë 


: 
= 
j 


Counters Tornado 


Counters Sabre Wheel | . Counters Sabre Pounce 


j ж 
COLD SHOULDER 


Ё 
All of the Combos an 


. y 
FIERCE KICK. MEDIUM KICK COMBO THROW Wu ULTRA 


€ 


COD | 
SHOULDER ` 
LIQUIDIZE | 

(MK) 


= 

са ш ш 
س‎ = LO = tQ 
о 53 Sa 
C RR 25 
o zc SE 
Бет 5 = 
= < = 
< 


(OPENER PS PARRY OPENER ER LINKER — LINKER Mano. DOUBLE MANUAL AUTO-DOUBLE Rap murs 
7 ENDSPECIAL MINI ULTRA ш Шол: EM BM . DOUBLE ene pressure MOVE — 


Sal د‎ E Za geo) AME 
> «FK VN + MK Hold Y + FK y BESCH Standing F,MK Фу + МК 
Additional PRESSURE COMBOS: 
(Y + FK, $% + МК), (> + FK, + N+ MK), (Y + MK, + S> + MK), (FK, MP, + 2 + MP) і 


۹ 


жЕ es 4 2 PES 2 A Ak 4 | he 
Hold y Уз» үмэ +0Р Hold V جال‎ мә «FK V2 + MK 
+МР + МР +МК + MK 
Or finish with any Endspecial. 
Additional COMBOS: 
(y + FK, Endspecial), (> + FK, Endspecial), (Y + MP, Y У + MK, Endspecial), (4 313 + МК, FK, Endspecial) 


BASIC COMI 


X< s M S Boa Ed PT: 
V 2 + МР Quick Punch V2 + МК Quick Kick Y NƏ Р ! 
à Additional BASIC COMBOS: i 
(€ + FP [Overhead], Y  « MP, QP, Endspecial), (Y У + QP, FP, Y x + MK, Endspecial), 
(V $2 +0P, FK, Y 3> + MK, QP, Endspecial), (+ ээ + MP, QK, е-е Y 13€ + MP, QK, Endspecial) 


"mess 4) Ë 
| V N2«0P Fierce Punch 


vun ~~ Quick Kick ` MK WSMP Quick Punch 


) Additional INTERMEDIATE COMBOS: 
| (€ «FP [Overhead], Y »> + МК, QK, FP, MK, уу + МК, QK, Endspecial), (Y w + QP, FP, FP, MP, Y S> + MP, QK, FK, 
MK, Endspecial), (Y + MP, Y У + MP, QP, FK, MK, Endspecial), (Y ч + МР, QK, € 4 € + МК, ПК, Endspecial) Lë 


Em. 


ш E 


OPENER d OPENER LINKER Ш SUPER U 


ENDSPECI MINI ULTRA | ULTIMATE [BT 


er) We + FK Medium Kick 
d Additional ADVANCED COMBOS: 
(Y x> + MP, OP, FK, MK, € Y 33€ + МР, OK, FK, MK, Endspecial), 
(< + QP, (Hold ар), V 32 + MK, OK, FP, MK, € £ + 33€ «FK, МР, FK, MP, <¢ Ve + "MP, QK, FP, MK, Endspecial) 


Jump +FP и + МК 


eL V 2€ + ЕК Medium Punch > +FP 


Additional THROW & JUGGLE COMBOS: 
ge (Y $2 + MP, QP, уу + МР, QP, > + FP [Throw], Jump + FK [Juggle], Y £ < + MK [Air Double]), 


(Y x> + ЕК, MK, FK, MP, <¢ Y 3€ + MP, QK, > «FP [Throw], Jump + FP [Juggle], Y  €- + MK [Air Double], < + FK [Juggle]), 
(€ + QP, (Hold QP), Y У + MK, QK, FP, MK, & Y € «FK, МК, FP, МК, €L Y 33€ «FK, MP, € ¿ Y w€ + OP) 


wu 27” - 


ЕЕ — — сс. — ` emmmer oe mm eee sa mmm. o o — 


COMBOS 


OPENER (PARRY OPENER `“ LINKER f SUPER LINKER fl AUTO-DOUBLE MANUAL AUTO-DOUBLE I SUPER. C ULTRA 
7 ENDSPECIAL MINI ULTRA J ULTIMATE THROW JUGGLE AIR DOUBLE [OVERHEAD B PRESSURE MOVE | | 


MINI-ULTRA 
Must be perfomed g at the end of the opponent’ s first life bar. 


еб 3€ FK 


38. tase ih. "e 


ULTRA 
Must have performed all four Endspecials and have twelve Energy Blocks. 


кк E E ae 


Medium Geck ` teen f 


ТЕТІ + MP 


uci E 422 AN 


9724 ы ж ж. 4 I 
x Ke ЕЛЕР, 
SA 2 Ф : Ba £ >» کر و‎ 2 T 


IPIE x 


4 
Le 


can adjust to his new Openers and can break the old habit of play- 
ing defensively will find that Combo is an aggressive and devas- 
tating character. The improvements made to Combo's play 

. mechanics have | made him the second easiest character to mas- 
ter, with Sabrewulf being the first. 

Combo's Powerline, as before, can be interrupted with a 
Rollercoaster ora Spinfist Special Move, or they can be brought 
to a screeching halt. 

Combo has a new Skull Crusher Move which opens crouching 
opponents. Its only weakness is that it can be Parried. However, 
mixing up the Skull Crusher with the Powerline and Rollercoaster 
frequently makes it more effective. Combo's Rollercoaster can 
still pass through most Fireballs, and it now acts as one of his 3 
Linkers. 

The Spinfist moves much faster than it did in KI1, and is easier 
to connect as a Two-in-One than һе 

Although players new to the { ] y 
. his TJ Tremor Special Move, it's not as useless as one might 
- think. Not only does the TJ Tremor hit crouching opponents and 

| score an Opener, but it can be done in the air. It's also great to 
| use as a Fake. Mixing up the TJ Tremor with the Super KO Move 
(which dizzies the opponent) keeps your opponent guessing 
whether to block or jump. 

Combo's Cyclone Move is back, but in К/2 the Cyclone is much 


PAN i Ka 
more effective. It requires less charge time than be 
pressing back and then forth as you release Fierce 
takes a step forward for additional range. The Cycl 
used as an Air Juggle, followed up with a Powerlini 
tating double Air Juggle. | 
But perhaps TJ's greatest improvement 


the-Back move. Similar to Tusk's Backstab, 


can get you out of some preti. hairy Press 
Kai m ly, the Behind-the-Back Move can a 
daches for your opponents. For examp 

around to the back of your opponent, you could еш 
quick cheese with a throw, go for an easy Two-in-( 
Fierce Kick or Medium Kick, or go for an Opener to sta 
or you could even come in with the Pressure Move and 
there. This is Combo's greatest advantage, and is. ‚also 
makes him one of К/25 most aggressive characters. | 

As far as weaknesses go, Combo does lack a Fireball. 
However, if he is played aggressively, getting around a Fireball 
hurler is no big problem. One questionable move added to 
Combo's repertoire is his Fake Dizzy. The | y this is 
because the Dizzy Move can only be done when you're standing, 
and for your opponent to think they've magically made you dizzy 
by not touching you is a joke. If it works on someone you're play- 
ing against, please escort them away from the machine and let a 
real gamer jump in. My biggest gripe with the Fake Dizzy is that 
it could have really been an effective move, if it could be buffered 
with another move and/or done as your character is rising from 
being knocked down. Oh well. maybe in K164? 
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Standing 
Quick Punch 


Crouching 
quik Punch 
ТЕТІН; 


Quick Punch 


Jumping 
Quick Punch 


` Standing Back Medium 
Medium Punch Punch Overhead 


Crouching 


Medium Punch 


Medium Punch 


Jumping 
Medium Punch 


Crouching 
Fierce Punch 


; Standing 
Fierce Punch 


Standing 
Quick Kick 


Crouching 
Quick Kick 


Standing 
Medium Kick 
TERM 2 


Crouching 
Medium Kick 


Close 
Quick Kick 


Jumping 
Fierce Punch 


Jumping 
Quick Kick 


Close 
Medium Kick 


Jumping 
Medium Kick 


Standing 
Fierce Kick 


Crouching 


_ Fierce Kick 


Jumping 
Fierce Kick 


i " SPECIAL MOVES " ü 
Openers a We - e igis 2 
: ( А d i E | $ ki 
"MZ Si, d 
` y ] pes š { жш 
TJ Tremor Rollercoaster 3 infist Air Double Ar Tremor Brain Smasher Throw | Behind Back ` Cyclone 
€Charge>  €Charge> < Charge? 2c cis» “аш —+MP «Charge? Hold FP, 
+ MK * MP (Linker, +0 + Any Kick + MK (Reversal: +0 Release FP 
Parry Opener). (Linker) (Opener) € + МР) 
Breakers Powerline Ee й 
| ( | 
Т 
N а. Uf 
e | 
a 
<> + P/K Air 3w4ecc2.FP €Charge € «FP A infist Rollercoaster Powerline - Fake Dizzy 
<> + P/K (Requires Six +F (Stop) торт ME (Don't Ve € + ОК ` 


(Dash) Interrupt Dash) 


Super Bar Blocks) 


Rollercoaster Super Linker : Super TJ Tremor w Move 
эзе €> + Medium Punch > «FP эму е + МК эъуҝєэ + МР 
г (Requires Three Super Bar (Requires Six Super (Requires Four Super Bar Blocks, (Requires Three 
Blocks) Bar Blocks) Can Be Done In Air) Super Bar Blocks) 


Ultras 


Mini Ultra Ultra 


Spinfist Super Linker 
ES + FK >€+ FP 


эм Ez + Quick Punch 
(Requires Three Super Bar Blocks) 


бәге эз 7 ves: IT Kick д8 


ғ т. PRES SURE (moves 


High Parry Low Parry 1 any | a Combo's Pressure Movi 0 е 
"PH When used in a Combo, it can immediately be f 
€ OP + Hold QP hy another Pressure Move. Because of its speed, 
FP Powerline... he used after the Behind-the-Back Move to catch u 
"Ne "ly expecting opponents. It сап also be used as an A 
Juggle and followed with a Powerline to finish it. ` 


A uu Tg T. 


Spinfist: € Charge ЭЎ + Quick Punch 
D TES "E з 1 


O4WO) п 


ЕТ Tremor (5th ЕЗДЕ; € Charge > + Fierce kick 
COMBO E 


їз. КУ? 
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SPINFIST 


Y am 


ROLLERCOASTER | 
VS. TJ COMBO 


TJ TREMOR 


3, 


Counters Spinfist 


VS. ORCHID ` 


E SD. Ze Б у тарды 
Counters Boot Kick Counters Web of Death 


NE. 
т ыа 


Counters Firecracker 


Counters Tornado Kick 


Counters Sabre Spin 
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_ VS. KIM WU ` 


_ VS. SABREWULF ` ` 


Counters Rollercoaster 


"Counters Tiger Slide 


т 


Counters Skull Splitte 


Counters Sabre Pounce 


SPINFIST 


Counters Cold Shoulder ` 


n 


Counters Cyber Dash 


Counters Flame Blade 


= 
VS. GLACIUS 


Coun ers Liquidize : 


И PAGO: 


Y 155 


её Bar. m ы =" 
Counters Laser Blade 


этен 


VS. MAYA 


y. 


Counters Savage Blades 


VS. FULGÜRE ` 


iili 
Bi ШШЩ 


Counters Eye Laser 
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" o ж Ta ОООО ` а T 


All of the Combos are color coded. Each colored border represents which move is being used within the Combo. 


Tes "em J LINKER Bl SUPER LINKER f AUTO-DOUBLE ` MANUAL AUTO-DOUBLE SUPER 
d H 9^ 7 E | r к | Е 


Iu > E 
Tod 81: ez j ЕСУ; d^ Ге А 
Д d 
4 Y i Y 


COMBO THROW MINI ULTRA ULTRA ULTIMATE 


TJ COMBOS BASIC COMBO FLOW CHART кез 


IR UW EN "e L RAN 
SUPER MOVE 


AUTO-DOUBLE j 


Ё SUPER LINKER i 


aras 


AUTO-DOUBLE 
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BUPERWINKER AUTO DOUBLE IMANDAUAU TD ОЕ SUPE 
Uuu BS ЛИТЕ] HIR UUDBLE! OVERHEAD MMPHESSURESVIÜVE 


€24MK «э + 0К 
Additional PRESSURE COMBOS: 
(<> + (K, £ + FP, >< + МР), (€3 + QK, «+ FK, <> + OP, >< + FK), (> + FK, >< + QP) 


ENDSPECIAL POWER UP) COMBOS 
These Combos are ideal for building up Endspecials. 


Aë d e 
€234Q0P €2.FP  €>+FK €2 «MK 


Dr finish with any Endspecial. 
Additional COMBOS: 
(> + FK, Endspecial), (€ + MK, (P, Endspecial), (€ + QK, € + FK, <> + MP, Endspecial) 


BASIC. COMBOS: 


Medium Kick >< + 0P Fierce Punch 


Р <> + FP 
d Additional BASIC COMBOS: 
j (€ + MP [Overhead], <> + МР, QK, Endspecial), (€ + МК, QP, >< + QP, FK, Endspecial), 


(€> + QK, € + FK, €? + QP, Endspecial), (€ + MP, QP, > + FK, Endspecial) 
INTERMEDIATE’ COMBOS: 


MK CMT ege Punch 


Additional INTERMEDIATE COMBOS: 
(€ + MP [Overhead], <> + ОР, FK, FP, MK, >< + МР, QP, Endspecial), (€ + МК, QP, FP, MP, >< + QP, FP, FK, MK, 
Endspecial), (Y + MP, €> + MP, QK, FP, MK, Endspecial), (> + FK, > x ¢ € + MP, Endspecial) 


€24Q0K 
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i 


ттт an OPENER |. LINKER Basen LINKER B AUTO-DOUBLE [MANUAL AUTO-DOUBLE SUPER [ULTRA 


К ш. MINI ULTRA Ban THROW ышы „шш Wirressune a 


ғ D ен. p 
ANALES + МР Quick Punch 
T j i - Additional ADVANCED COMBOS: 


(€? «FK, МР, FK, MK, 2 x 4 v € + MP, OK, FK, MK, Endspecial), 
= (€ +0P, Tn, <> + MP, €> + (P, FK, FP, MK, 522. FP, FK, MP, 2 4 ¿ €? + MP, QK, FP, MK, > x y £ €> + FP) j 


MP. en Ə+MP  Jump+FP <> + MK ` Hold FP. 


2€ 
Release - ; di ғ 


LES + МР‏ یاج 


` Quick Punch 
4,47, 
Per 


A 


кемітті, У 7 


Fierce Kick Э +MP Jump + ЕР €2 + МК Hold FP. 
Release a " P 
Additional THROW & JUGGLE.COMBOS: 


P E FK, > + MP [Throw], Jump + FK [Juggle], <> + MK [Air Double], ніш FP, 
Release FP, € v 4 s>< + FP), 


(€? + FK, MK, Эзу K <> + MP, QK, > + FP [Throw], Jump + FP (Juggle, €» + MK [Air 27) ¿SS N 
Ч Double], < + FK [Juggle]) ез 


78 >, 


COMBOS 


j = N ak. г! = 
-  ОРЕНЕВ Ш PARRY OPENER) _ КЕП SUPER OINKER AUTO DOUBLE] ТААЛА ОТО ОПЕЕ ЕРЕН DNA 
FT ENDSPECIAL — MINI UMER ШИИЛЕР PAROW E КҮР ИЛБЕ OVERHEAD) PRESSURE MOVE 


|; Б д : MINI ULTRA 
Mist he hon at the end of the opponenti Ша life bar. 
y^ e 4 т 


` Fierce Punch 


ULTRA 
Must have performed all шү Endspecials and have twelve Energy Blocks. 


хе + +0P, (Hois QP Ж. Ke + + MP 


P А «i 


LES + МР‏ اج 


Buffered Super Move 


^ Height: 511" 
Weight: 400 Ibs. 
Age: 46 


Kl tournament. Captured by Ultratech, he. 
is driven berserk by their "repairs" and 
now has only revenge to live for. E 


Sabrewulf is one of the most unique and explosive characters in К/2. 
He is the only charge character in the game that has no charge time for 
— his Special Moves. A simple back-to-forward or forward-to-hack joystick 
is the tosperform a Special Move. Besides 
А the advantage of instant recovery time after being knocked down, 
a player doesn’t | T to perform mid-air charges and can also perform ` 
surprise attacks ШЙ ЕЗ 
Sabrewulf als а dfi hop to quickly move back and forth. 
One possible tai to use the hop to suddenly move in front of an 
opponent and t ck them or wait for them to make a mistake. 
Other than Salirewulf's Super Fireball, he has no e in and that's 
is mai i | A Super ` 


nd even then, only rain moves will hit if the 
mediately after flipping. Also, the Sabre Flip 


love resembles a Sabre Flip. 
е than a regular Sabre Flip, is 
[ r attacks and is also an Air Juggle Move. Double 
roer | Combo that sends them flying, and 
lis hen they bounce up from hitting the 
«a way to use the Lupus Loopy is to Two-in-One it 
r use as Ae 
ince is a effective move for several reasons and sit- 
rst of all it is both a short and long range move and it also 
the Opener. By performing the Sabre Pounce motion and 
Fierce Punch button, Sabrewulf can duck under projectiles. 
Tapping back on the joystick will cancel the Pounce, letting go of the but- 
ton will perform the Pounce. The Sabre Pounce also goes through 
Fireballs. If used effectively, the Sabre Pounce keeps the opponent 


= y * 1 
ЕЗ = x qe 

— y A. а 
— SA => 3 


guessing and can be'a key to success. The Saber Pounce can also һе 
placed at the end of a Combo as an Endspecial. 

The Sabre Wheel is a high-hitting attack and is a short to medium 
range attack. Since the Sabre Wheel moves very quickly across the 
screen, a player сап stay within its striking distance and perform a sur- 
prise attack. If you dow р forward and then immediately perform the 
Wheel, Sabrewulf perfor Manual Super Wheel that rotates twice 
instead of once. By using dee, not.only can you surprise the oppo- 
nent, but also do double the damage in the process. 

Although Sabrewulf can’t throw, he has a Dizzy Move which (unlike 
Combo's Dizzy Move) will stun the opponent from any part of the screen if 
they are not blocking. While this move may, be cheap, he needs it for 
overall balance. This is great.to use against Fireball-happy opponents, 
and works great as a Cross-Up Move as your opponent is rising from a fall. 

Sabrewulf also has a Sabre How! and a Fake Sabre Howl. 

Performing the Sabre Howl charges up Sabrewulf's Super gauge (hold- 
ing down the button will continually charge the Super gauge) but he is 
vulnerable to attacks during his Howl. The Fake Sabre Howl only 

leaves Sabrewulf vulnerable for a split second, yet it doesn't charge up | 
the Super gauge. A good use for the Sabre Howl is to perform it right 
after knocking down an opponent. If done correctly, Sabrewulf will fully | 
recover before the opponent can attack him. You can also use the Fake 
Howl to get your opponent to commit to an attacking move and then 
counter them. Mix up Fake Howls with real Howls to keep your oppo- 
nent guessing. Confident players can also use the Fake Howls in 
Combos for style points or as taunts. 

Overall, Sabrewulf is one of the easiest К/2 characters to learn and is 
an excellent character for beginners. His easy-to-perform, no-charge 
moves are instinctive and give new players a chance to discover the 
depths of К/2 rather than spend time and money mastering basic moves. 
His explosive nature is also appealing to experienced and aggressive 
players as well. 
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Jumping 
Quick Kick 
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Quick Kick 


Quick Kick 
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; Standing 
Medium Kick 
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Fierce Kick 
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Medium Kick 
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Sahre Wheel Sabre Spin Sabre Pounce Sabre Fli Air CG 8 баре Нор 

<> + МР €> + М <>+FP MI . 3€ + Any Punch = Tap>> or €€ 

(Linker) äs, (Hold FP to delay : 
Linker) — Pounce) 


Breakers 


7 Sabre Howl 

NR D. (ioi Pto 
equires Six [| | 

- Super Bar Blocks) sustain Howl) 


n Super Linker ШШ Loopy Sabre Fireball Sabre Quake 
ы <-> + Medium Kick “єз + ЕК эзүуҝиєэ+ЕР ІАгэъфиЄ+ЕР . 
геѕ m$ Super Bar Blocks) | (Requires Six Super (Requires Four Super (Requires Four Super 
—-——— — т т Ж à ^ Bar Blocks) Bar Blocks) Bar Blocks) 


P 


_SABREWULE | 


Sabre Wheel Super Linker a З 
— x > + Medium Punch : Mini Ultra 
(Requires Three Super Bar Blocks) эв:0К 


PRESSURE MOVES: 


gh Parry : Low Parry 
; < QP + Hold QP ` 


mee n 
h twice for the 
connect with a Dizzy. Opener. In a Pressure Combo, follow it up with a 


y Fake Howl and interrupt the Fake with a Special 
FK ben, 12 k 


Move to really steam your opponent. If blocked, can 
\ . he followed with a FK Sabre Flip to catch your oppo- 
nent's Pressure Reversal. 


E 


Spin: € Charge > + Medium Kick 


rge > + Fierce Kick 


= Cha 


€ Charge > + Fierc 


LIN 


De? 
Sabre Howl: € Cha 
e LN 


e Flip (5th End 
D. 


Sabr + 


special); € Charge > 
| ESQ 


SABREWULE ' 


SABRE SPIN 


HE POUNCE d 
„VS. SABREWULF 


Counters Sabre Spin 


VS. “ORCHID 


: Counters Laser Blade 
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SABRE WHEEL 


А En 
"Counters А Ninja Slide 


ж. 
SABRE SPIN 


SABRE POUNCE SABRE WHEEL 


Counters Flame Blade 


wm EAE 
VS. GLACIUS ` 


` Counters Liquidize 


ma S m 
VS. MAYA 


Counters Savage Blades 


~ VS. ТЈ COMBO ` 


¿AZ А 
Counters TJ Tremor 
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COMBOS 


All of the Combos are color coded. Each colored border represents Which move is being used within the Combo. 
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X 


MINI ULTRA 


SUPER LINKER Ug 


болған 


86 


j ж іш. тесе" ж j di 
OPENER 77 PARRY OPENER ffl LINKER f SUPER LINKER [i AUTO-DOUBLE nM 'AUTO-DOUBLE SUPER U 
FT ENDSPECIAL | MINI ULTRA P ULTIMATE. 7 THROW | JUGGLE Bug: DOUBLE ME OVERHEAD pressure MOVE 

š PRESSURE COMBOS e 


pe БАр Mc: = | Е<Ф; SE 
PR A PA Ве с 
<> + MK U+FK «ә + МР Standing FK, MP €> +FP 
E? Additional PRESSURE COMBOS: 
ч i (Y + MK, €> + МК), (>+ ЕК, €>+ МР), (>>, >< + МР), (FP, MK, <> + MP) 


ENDSPECIAL POWER;UP;COMBOS 
These сыш аге ideal for күзін up ae 


%, 
2 : de a 21 کے‎ DK RES = А EET? z 3 dE ARTT 
Hold A e> j €» €240P «э + МР <> + ЕР 
«FK + MP + MK 
Or finish with any Endspecial. 

d Additional COMBOS: 

= (> + FK, Endspecial), (=> + MP, Endspecial), (Y + МК, > + MK, Endspecial), (>>, >< + MP, Endspecial) 

i BASIC. COMBOS: 


<> + ЕР Medium Kick Quick Punch > + MK 
Additional BASIC COMBOS: 
(€ + FP [Overhead], <> + MP, Endspecial), (€ + FP, MP, > + MP, QP, Endspecial), 
(€? + МК, QK, >< + МК, QK, Endspecial), (€ + MP, QK, <> + MP, QK, > N y e € + ЕК) 


IMERMEDA TE COMBOS " 


JAMAS 


€2+FP — MediumPunch | FP MP 


Additional INTERMEDIATE COMBOS: 
(€ + FP [Overhead], <> + МК, QP, FP, MK, <> + MP, QP, Endspecial), (€ + ЕР, МР, FP, MP, >< + MK, QK, ЕК, MK, 
Endspecial), (Y + ЕК, € + MP, QP, FP, MK, Endspecial), (€ + FP, MK, эу y £ € + МК, QK, Endspecial) 
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AUTO-DOUBLE 7 MANUAL AUTO-DOUBLE SUPER ff ULTRA 
GGLE ЕЛІН DOUBLE [OVERHEAD B PRESSURE MOVE 
Ё 


ТЕГ, 


У ды „4 2 15% E qa 
UU еэ + MP Quick Kick 
Additional ADVANCED COMBOS: 
(€? + МК, OK, FP, MP, > y £ € + МР, OK, FK, MK, Endspecial), 
(€ + ОР, (Hold QP), € + МК, QP, FK, MP, > x y e €> + MK, OP, FP, MK, > x + £ € + MP, OP, FP, MK, > N + e €2 + FK) 
JUGGLE COMBOS 


+ F| 


\ 
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SABREWULE 


эму ез+МК — Quick Kick <> + FK 


Additional JUGGLE COMBOS: 
(€ + QP, (Hold QP), € + МК, QP, FP, MK, >= + € + MK, OK, FP, МК, >= 4 €2 + MP, (K, 293 44 €2 + FK, <> + FK), 


(At the end of opponent's first energy bar, € + QP, (Hold QP), <> + МК, QK, FK, MK, 2 x + e €- + MP, QP, FK, MP, 
эм €2 + МК, OP, >< + OK, <> + FK x 5 [In Corner]) 
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MINT ULTRA 
Must be performed at the end of the opponent's first life bar. 


Buffered ces Move 
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Although destroyed һу Thunder in Wé 
present, a younger Spinal still exist: ' 
the past. Resurrected by Gargos and 
forced to serve him, he goes up against 
the tyrant to win his freedom. 


Returning to K/2 is КЇ 
refinement done to Spin 
motions for Special Move 

Spinal has a new Skeleskewer Special Move. of its speed, 
and the fact that it doesn't look like a Special Move, this a useful 
Opener. It has excellent range and a quick recovery time. А good use 
for this Opener is as a Two-in-One move. Because it sends Spinal 
lunging toward the opponent, it almost always puts you in range to 
score Auto-Doubles or a quick Finisher. A crouching MP Two-in-Oned 
into a Skeleskewer is very effective. To expand on this (and make the 
move more effective against overhead Counters), start with a crouching 
FK to MP Manual Chain, and Two-in-One the MP with a Skeleskewer. 

The new Flame Blade Special Move can be used as a cheap tactic. 
This Special Move shields Spinal from almost all jump-in attacks. 
Because Spinal is stationary when performing this move, it's better to 
use it as a Counter rather than an Opener. It's also one of Spinal's 
Linkers and can be Two-in-Oned. If the Flame Blade is too far away to 
score an Auto-Double, try using a standing FK to MP for the Manual 
Chain triple. 

Spinal's new Skull Skrape Special passes under most Fireballs, and 
works as a Juggle Move. Oddly enough, the Skull Skrape can also be 
performed with a crouching FK, although it has limited range and does- 
n't work as a Juggle Move. Alternating between the two Skull Skrapes 
can surprise opponents walking towards you. 

Although Spinal lacks a Parry Move, he still has his Power Devour. 
This will absorb most Special Moves, and add skulls to Spinal that 
rotate around his body, which powers him up for the Skeleport, or they 
can be thrown as projectiles. It can now be performed at the very last 
second (the point of impact), and still absorb a Special Move. The 
Power Devour can only hold 7 skulls—any more and you lose all your 
skulls (and some energy from your energy gauge). Once Spinal has 7 
skulls, he can throw an unlimited amount of Fireballs. A Fireball with 
less than 7 will cost him a skull each. Spinal also loses skulls when a 
Combo is performed on him. He'll lose two skulls if he has 7, but only 
one skull if he has less than 7. Spinal can no longer hold the move 


played character, Spinal. The biggest 
change from ping motions to rolling 


(1, but the move can be interrupted by a 
Flame Blade Special Move. 
w Soul Drain steals energy from the opponent and "e 


p 
- it into Spinal's Super gauge. It’s best to use it as a Combo Finisher. 


First тщ the Шм hich powers their Super gauge when they | 


ЫП Drain. It also works well 45 | 


motion instead of а tapping petite easier! It now animal 
ferently and Spinal needs at least one skull around him to perfi 
The more skulls rotating around him, the faster the Skelepo 


him appear right behind the ШО Va 
guessing, and makes Spinal a much mor 
Spinal can now power hi ) 
perform the Power Devour. 
es one skull, and one bloc| 0 
mates ven quickly ving a sm: ow of opporti SH? 
Opener. When performed with FP, it replenishes 7 skulls. This move 
drains six blocks from your Super g: Using thi j 
leaves Spinal open for an easy Comho, so use i wisely, or better yet, 
between rounds. 
Oddly enough, Spinal’s Grim Reaper Super Move acts as an Openg 
even against crouching opponents, and it only drains 4 blocks fro! 
your Super gauge. The Grim Reaper also acts as a,Juggle Move, а 
is very effective when used as a surprise attacks against “turtling 
opponents. r % 
Overall, Spinal is а much better character now than he was іп K/7. 


Seriously, you gotta 
towards to move for Ai, 
to hear those skele! 


well. After throwing 
a standing MK and follow it up with a Grim Reaper. Enjoy! 


t go m» d It's also very useful as 
opponent in a Combo, dash towards them with 
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Punch Overhead Quick Kick Medium Kick Fierce Kick 
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Standing Standing 
Quick Punch Medium Punch Fi 


Crouching a g Crouching 
Medium Punch Quick Kick 


Crouching 
Quick Punch 


= Close 
. Fierce Punch 
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Quick Punch Medium Punch P егсе Punch Quick Kick Medium Kick Fierce Kick 


at. ч 


> 
Skull Dash 
Tap >> or << 


> AS 
` Soul Drain 


Skull Spear 
Lais OP 


In Air + + FK 


` Skeleskewer 5 pe Blade. Skull Skrape 
V NƏ + МР V NƏ + FP Суу + 
(Works as Air (Reversal: 


(Linker) grenar Double) < + FP) 
e EL = e — Soul Power URD 


K 


Yecla «FK y ЕТ my Kick Power | Devour Jue +MP e ve + FP 


(Requires Six Super (Requires One (Requires Six 
Bar Blocks) ДЕШЕ One (Hold QP) — Super Bar Block) Super Bar Blocks) 


Skull Skrape Super Linker en Soul Fire Grim Reaper 
< V >€ «Fierce Kick Ve cú V NƏ + MKFK le اللي‎ 
(Requires Three Super Bar Blocks) (MK Dizzy) (Requires (Requires Four Super 

Six Super Bar Blocks) Bar Blocks 


Ultras” 


Mini Ultra 
€L V 2 «FP 


V 32A x> + Quick Punch + y + Quick Kick 


Power Devour 
€ + Hold QP 


= 2 A 
Absorbs most 


projectile or 
Special Move 
attacks. 


Each absorbed with a maximum 


attack awards of seven. 
one Skull... 
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” Skeleskewer y € + Medium Punch 


еу 
өсі 
Sr 


_ VS. KIM WU 


` VS. SABREWULF _ 


FULGORE 


VS.. 


s. 
= 
xj 
š 
9) 


š e COMBOS 
All of the Combos are color coded. Each colored border represents 
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E CIT ER ЇЇ PARRY OPENER 77 LINKER B SUPER LINKER B AUTO-DOUBLE T” MANUAL AUTO-DOUBLE SUPER ULTRA 

| at . MINI ULTRA [ULTIMATE [THROW 7 JUGGLE [B AIR DOUBLE Fi OVERHEAD Lp 2 
PRESSURE:COMBOS 


ES 


Additional PRESSURE COMBOS: 
(Y + FK, Y + MP, Y 33 + MP), (FK, MP, 4 Y + FK) 


ENDSPECIAL POWER UP GOMEOS 
These Comhos are ideal for building up Endspecials. 


moram. 


We e 


Standing FR MK МЭ + 


(> + FP, Endspecial), ( Y + FK, MK, Endspecial), (4 У + ЕР, MK, Endspecial), (Y 1> + МР, QP, Endspecial) 
BASIC: COMBOS: 


K V N + ЕК 
- Additional BASIC COMBOS: 
(€ + FP [Overhead], + УЭ + MP, OP, Endspecial), (Z VN + FK, MK, Y S> + FP, Endspecial), 
(Y S> + МР, QK, Y ıı + ЕР, MK, Endspecial), (4 Y S + FK, MP, 2 % y € + MP, OP, Endspecial) 
INTERMEDIATE/COMBOS 
= EE 


er 


V2 + МР 


Medium Kick 


=, 


\. A 


> t d 


MK y SFP Medium Kick 


Additional INTERMEDIATE COMBOS: 
(€ + FP [Overhead], Y Уу + МР, QP, FP, MK, £ Y x + FK, MP, Endspecial), ( Y x + FK, MK, FP, MP, < Y ~ + FK, MP, FK, 
MK, Endspecial), (Y + FK, MK, FP, MK, Endspecial), (Y ıı + FP, MK, € Y w€ + FK, MK, Endspecial) 


DA س‎ ke, т 


LTIMATE [ШШ 


Medium Punch 
Additional ADVANCED COMBOS: 
(Y x> + FP, MP, FK, MP, >S y £ € + FP, MK, Endspecial), 
dis V €v V NƏ + MK, 22, Y 32 + MP, OK, FP, MP, «к Y 33€ + ЕК, MK, FK, MK, Endspecial) 


THROW, E SEH 


IM +€ + МР 


Additional THROW & JUGGLE COMBOS: 
(£ V S + FK, OP, FK, MP, Y w «FP, QP, > + FK [Throw], Y £ € + FK, LSx e € + ЕР [Juggle]), 
(V €v V 32 «MK 92, v, «FK, OP, > + FK [Throw], Y e € + MP[Juggle]) 
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ur ER PARRY OPENER C LINKER f SUPER LINKER f AUTO-DOUBLE f MANUAL AUTO-DOUBLE ЕЙ 
ECIAL MINI ULTRA [C ULTIMATE THROW P JUGGLE PY AIR DOUBLE OVERHEAD ® 


MINT ULTRA 
Must be performed at the end of the opponent’s first life bar. 


КЕР FP (Spinal "Se the opponent's Mini Ultra) 


ULTRA 
Must have performed all four pone and һауе twelve Energy Blocks. 


ag Quick Punch 


Height: 65” | ~ 
Weight: 560 Ibs. £ 
Age: UNKNOWN 
he advanced and deadlier successor to 
the original Fulgore су! yborg de. destroyed 
by Jago. Activated after the the jump, 
its final Ultratech commands are ехе- | 
cuted... Find Jago and kill him. р 


Nintendo's Robotic Operating Buddy is back W 
away" moves than before. Unfortunately, Fulgare 
acter and is better suited to players who like to 
¡feels as though he is an unfinished character, a 
His Laser Storm now has a quicker recovery Um 
still throw three in a row. To throw three, you must 


energy block from the Super Gauge. The Lock-On putt 
target on your opponent, and by performing a ОР Lasë 
unleash 3 projectiles. The triple Laser Storms connec 
and the spinning blue target will disappear once your 0 
forms a Combo on you, or if you have thrown two triple 
For the Combo Finisher or Endspecial, use the MP La 
Fulgore's Plasmaport also takes a one bie of energ 


can still control Fulgore’s Plasmaport. Pe 
Punch button makes him appear in front 

button will place him behind your CA 
Fulgore appear next to your character, a Me m button p 
character’s width awa) n Fu 


cing th 
е oppo 


your Super gauge. He now disappears m 
and if timed right, can perform a Special e 0 тай je 


| character. If Fulgore is in close, try open 


the Eye Laser to build up your Super bar 

assault. Go for the Fake and appear in 

away for the long range attacks. 
Fulgore’s Eye Laser has also been i 

limited range, but it acts as an Open 

hits your opponent low and wil 

nent's feet no matter how fan 


Reflect. This is one of his “Rock, Paper, Scissors" moves, yet it's not 
an Opener. Fulgore calfffigw. es his Electro Reflect move by perform- 
ing the move and holdi А C button. This works wonders 
against Fireball-happy I 
Endokuken No Mercy, | 
has a few frames of an ci 

or when attacked low? explanation for this glitc | ma) 

fact that the character is unfi ed. It will also stop some | 

moves. Using the Electro Reflect in Pressure Combos will bp 

your opponent's Pressure Reversals to a screeching halt. 

Fulgore's Cyber Dash has been changed from a charge motion to a 
rolling motion. Unfortunately, it's Fulgore's only useful Opener. 
Experienced opponents will find it easy to predict and reverse, so use it 
wisely. It’s best to Two-in-One a Medium Kick to a Cyber Dash, for the 
easy Two-in-One Opener, or follow the Cyber Dash after a Pressure 
Move for an Opener. Except for being easy to counter, the Cyber Dash is 
very useful because of it's quick recovery time. The FK Cyber Dash 
travels almost full screen, and the MK Cyber Dash travels about a char- 
acter's width. Alternate between the two to catch opponents walking 
towards you. 

Fulgore also has a new Cloak Move which makes him fully invisible. 

The only way of seeing him is by the distortions his outline makes, 
while moving, in the ШОШ, The Cloak's only weakness is that it 
continually drains energy from the Super gauge while Fulgore is invisi- 
ble. This move is a turtler's best friend. When the Super gauge is full, 
Be the Cloak and play defensively, using Fakes or ground/air 

Seis for long range attacks, luring the opponent to come in close. 
You can also play very offensively if you come in with a FK Cyber Dash, 
then use the MK Cyber Dash fake and follow it with a Plasma Slice to 
knock away any brave opponents. 

Even though Fulgore seems unfinished, he’s still a very powerful and 
effective character. Devoted Fulgore players will find his new refine- 
ments as good “filler” until K/64 comes along when (hopefully) Fulgore P” 
will be a complete and finished character. | 
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Cyber Dash Eye Laser Laser Storm Fake Laser Plasma Slice Eye Laser Electo y Reet ect wei Double 
ж а КОР: уз Storm >V uve 
MK/FK +MP _ + Any hunch Vee + Any Punch + FP + dk ү 
(MK Linker) — (Linker): : DI 


Breakers. 


зч + P/K 


VEEL YY «FP Once Locked t 
(Requires Six Super ZER 
Bar Blocks) For Three Laser SUME 


à Electro Reflect Super Linker 4 4 5 INT SS Plasmaport e 
>x v € + Quick Kick ERIT J Yt € «FK €y + Any Punch or Kick E 
(Requires Three ; (Requii - (Drains Super Bar.While Cloaked) (Requires One Super Bar Block) D 


Super Bar Blocks) 1 | Ve € + FK to Uncloak 


ЕМЕСЕ Dash Super Linker 4 Pan 
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دا لاج‎ + OP 


(Requires Three Super Bar Blocks) 


< DE eid. + Medium Punch Charge > € 4 x> + Medium Kick 
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High Parry Low Parry After any PAN. for the instant — Fulgore is s the only character in De Pressure 

izzy. oh Move is performed by holding back and pressing FP. 

€ QP + Hold QP OP ше! qe a ' Dizzy Its effectiveness is limited because of its range, and 
obra Bite... the fact that Fulgore plays better from afar. If 

blocked, go for the Electro Reflect, or Plasma Slice 
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Most fighting games 
today (at least in Japan) 
are always accompa- 
nied with incredible art- 
work by the original 
design team to help 
build a loyal following 
of interested players. 
Not all companies pro- 
duce such artwork—it's 
a trait of the better 
game companies. 
Thankfully, Rare is that 
kind of company. The 
following pages feature 
as much of the Kl art- 
work Rare could muster 
up off their hard drives, 
some of which would 
have gone unprinted. 
МІ of these renders 
were done on multi-mil- 
lion dollar Onyx work- 
stations, and took up to 
20 man-hours to com- 
pute (sometimes more). 
We here at GF Books 
hope you love this K/ 
artwork as much as we 
do. We've added more 
pages to the strategy 
guide in order to supply 
you, the reader, with 
these incredible render- 
ings brought to you by 
the gurus at Nintendo/ 
Rare Ltd. 
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Q: When did you start program- 
ming КІ2 for the Nintendo64? 
A: The Nintendo64 version of 
KI2 effectively began as soon 
as we got the development 
boards from Nintendo, although 
this obviously didn't include 
the whole team, as they were 
still working on K/2 arcade. 


Q: Isn't it true that KI2 was 
originally planned for a home 
release only? 

А: Yes, KI2 was originally 
intended for home release 
only. 


Q: At what point did Rare 
decide to design an arcade ver- 
sion of KI2 and why? 

A: After the huge success of the 
first game, it was fairly evident 
that there was going to be a 
huge demand from both players 
and arcade operators for a 
sequel. 


0: At what point did the con- 
cepts for KI2 begin? 
A: As with virtually all games 
developed, you never get a 
chance to squeeze in all of the 
original ideas you had for it in 
the first place. So many of the 
new features were items that 
would have gone into the first 
game if we had more time. 
We also spent a great deal of 
time listening to all the play- 
er's comments, on what they 


considered to be areas that 
were either lacking or could be 
improved upon. 


Q: How long did it take to 
develop the art, game design, 
player interaction, etc., in KI2? 
A: АП of these aspects of game 
development took the full dura- 
tion of the project to complete 
and were consistently being 
changed or improved upon. 
Even the artists, who normally 
finish first, were still creating 
more frames for characters or 
other graphics for the game, 
right up to the last few weeks 
of development. 


Q: What hardware is the coin- 
op KI2 running on, and what 
are its specifications? 

A: The hardware for К/2 is 
exactly the same as the first 
one, in terms of performance. 


Q: How many people worked on 
КІ2, and what experience do 
they have with fighting games? 
A: There are probably 7 full- 
time members of the KI team 
and, at various stages in devel- 
opment, additional artists and 
programmers would get 
involved to assist. 


Q: Who came up with the KI2 
combo engine? 

A: The K/2 combo engine was 
mainly created by Chris Tilston 
with additional input from Ken 
Lobb at NOA. 


Q: Which fight- 
ing games did 
you draw from 
іп KI s design, 
if any? 

A: Obviously 
we play other 

M fighting 
games, but at 
the end of the 

į day, if you 
want to 

E achieve a new 
standard in a 

E particular 
genre you have 
to introduce 
something new 
and exciting to 
it, and I think 
we managed 
to do this with 
certain aspects of the K/ series. 


Q: What are Rare's goals, as 
far as the KI series is con- 
cerned? 

A: Our goals with the K/ series 
are to continually improve upon 
the last product, until we have 
what is considered to be the 
best beat-'em-up by a world- 
wide audience. 


Q: What are the different 
stages and steps a Rare game 
goes through when it's being 
developed? Are there any 
exceptions to that with K12 ? 

A: The stages are simply the 
original concept, then perhaps 
an on-screen demo to give 
some clearer example to others 
and then assembling a full 
team to create a finished prod- 
uct. | don't think that there 
was any exception with К/2, 
although we had more to work 
with the second time around 
and the team was obviously 
more experienced and there- 
fore had more of an under- 
standing as to what we wanted 
to achieve. 


Q: What are the differences 
between Ultra КІ and previous 
Kls, conceptually and techni- 
cally? 

A: We obviously don't want to 
reveal too much at this point in 
time about K/64, but you can 
rest assured that we will be 
doing our utmost to improve 
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upon the last one and uti- 
lize some nf the unique 
characteristics of 
Nintendo's new hardware. 


NEW CHARACTER DESIGN 
Q: Who designed the new 
characters? 

A: Many members of the 
Kl team have ideas for 
new characters or how old 
ones should be improved, 
but at the end of the day, 
Kevin Bayliss is responsi- 
ble for the final character 
designs and models. 


Q: Is Gargos (the last 
boss) the only character 
іп КІ2 that can be 
accessed via a code? 

A: Mayhe! 


Q: Why is Gargos so simi- 
lar to Disney's Gargoyles 
cartoon characters? 

A: We were not aware of 
this, and any similarities 
that occur are purely coin- 
cidental. Besides, most 
gargoyles tend to have a 
similar look. 


Q: Is there one supreme 
character in the series, 
strength-wise? 

A: Many people have their 


own opinion on this, so 
we would have to say no. 
It's all down to an indi- 
vidual's knowledge and 
ability with a certain 
character and if they 
know the weaknesses as 
well as the strengths of 
all characters. 


Q: What got left on the 
cutting room floor? 
A: As we explained earli- 
er, many ideas 
don't make it 
because of time 
constraints, but 
normally end 
up going into 
the next 
game. So if 
we told you 
what didn't 
quite make it, 
you would know 
some of the new ideas 
for the N64 version—and 
so would the competition. 


Q: Are you happy with the 
end result? 

А: Yes, we are happy with 
the end result, but you 
always wish you could 
have had just a little 
longer to just add this fea- 
ture or tweak a certain 
character. 


NINTENDO64 К/2 
0: How far along is KI2 for 
the Nintendo64? 
A: KI2 for the N64 is pro- 
gressing nicely. 


0: There are huge differ- 
ences between the arcade 
and Nintendo64 architec- 
ture. Do you worry that 
you'll encounter any 
snags or have any difficul- 
ly converting the game? 
A: It’s when you have to 
convert it down to a tech- 
nically inferior machine 
that you start worrying. 


Q: Will the N64 version of 
the game replicate the 
arcade version? If not, 
what changes will be 
made, specifically? 

A: No comment. 


0: Rumor has it КІ2 оп 


N64 will incorporate real- 
time 3-D backgrounds. If 
this is true, will they be 
from the arcade version or 
all new? 

A: No comment. 


0: How many polygons 
will you need for most 
backgrounds? 

A: No comment. 


Q: How many new charac- 
ters will be featured in the 
N64 version? 

A: No comment. 


Q: Which Rare team is 
doing the N64 version— 
the same people that did 
the arcade game or a new 
leam? 

A: It will be the original К/ 
team. 


Q: Do you think a 64-meg 
cart has enough memory 
to fit the arcade game, 
especially when the 
arcade game used a hard- 
drive? 

A: Yes, because we will 
use custom compression 
techniques. 


0: Will the N64 con- 
troller's analog function 
be used for the home ver- 
sion of КІ2? 

A: No comment. 


Q: Rare is getting a repu- 
tation for superb fighting 
games. What new pro- 
jects does Rare have 
down the pipeline? 

A: We can only mention 
the ones which are 
already public knowledge 
such as Blastdozer, 
GoldenEye, Ken Griffey's 
Winning Run, etc., but we 
can assure you that there 
are many others that have 
yet to be unveiled that 
both ourselves and 
Nintendo are very excited 
about. 


0: Does КІ2 have any 
competition? Will Rare 
continue to produce 
arcade Killer Instinct 
games or will the series 
proceed on home con- 


soles (like the N64)? 

A: Competition in the 
fighting game market has 
been very tough for the 
last year or so and that's 
because there's so many 
other fighting games out 
there. 

Our immediate plans 
for the KI series are for 
the home consoles, but 
we haven't totally ruled 
out further arcade games, 
certainly not after the suc- 
cess of the last two. 


EAST MEETS WEST 
Q: In the year (or so) 
since Nintendo made the 
investments in Rare, what 
has changed? With 
Nintendo at the helm, do 
you feel that you've lost 
anything you could've had 
or done if you stayed an 
independent company? 
How has it been working 
with Nintendo? 
А: To the development 
staff nothing has really 
changed, other than the 
fact that the company has 
steadily increased its 
staff. 

We still work in the 
same manner as we did 
before the Nintendo 
investment and this is 
thanks to their trust and 
faith in our gaming knowl- 
edge and ability to pro- 
duce some of the most 
exciting games today. 
They know us well enough 
to let us get on with the 
job. 

We enjoy working with 
Nintendo and appreciate 
their support and assis- 
tance with many of our 
products. 


Q: Which Nintendo games 
do you like, and which 
ones (if any) influenced 
any of Rare's games? 

A: It’s not often that a 
Nintendo game comes out 
that we don't like. We 
enjoy all the popular clas- 
sics like Mario, Zelda, 
Pilotwings, Super 
Metroid, etc., but there's 
also some of their other 
titles which perhaps 


aren't so prominent or 
didn't receive the kind of 
glory they should have, 
like Kirby's Dream Course 
or Super Punch Out, 
which we think are both 
excellent games and still 
go back to play today. 

Nintendo has an incred- 
ible ability to structure 
their games that just 
makes them so much bet- 
ter than anything else on 
any other game system. 

When you ask which 
titles have influenced our 
products, you should also 
ask which Rare titles have 
influenced Nintendo prod- 
ucts. Did you ever see 
Atic Atac on a Sinclair 
Spectrum? The first Zelda 
games show some simi- 
larities! 


0: With Rare іп England 
and Nintendo literally on 
the other side of the 
world, have you experi- 
enced any difficulty com- 
municating with them? 
A: Phones and faxes are 
marvelous inventions 
which always allow us to 
come to an amicable 
agreement or solve any 
problems at the end of the 
day. 


Q: Have you been working 
at all with NCL, or has it 
been strictly an NOA/Rare 
affair? 

A: The majority of our 
communications are 
through NOA but we cer- 
tainly have strong links 
with NCL and in particular 
Mr. Miyamoto, who had 
some involvement with 
the Donkey Kong games. 


Q: What future changes in 
Rare do you see resulting 
from the Nintendo invest- 
ment? 

A: The main change will 
evolve in the next two 
years, when we should 
hopefully have a new 
building designed and 
built for us, which will 
allow us to expand up to 
200 people. It will be 
constructed on land about 


a mile away from our cur- 
rent site, so we will still 
be situated in the country- 
side, where we believe 
we supply the best possi- 
ble working environment 
for our staff. 

This will lead to more, 
and hopefully even hetter, 
Rare products. 


A STAR IS BORN 
Q: When speaking to other 
developers, they voice a 
huge amount of respect 
for Rare that dates back to 
the early eighties. Take 
us back to that time. 
A: When home computing 
first really took off in the 
early '80s with the 
release of the Sinclair 
machines, Tim and Chris 
Stamper transferred their 
skill and experience 
they'd acquired through 
working with arcade 
boards to the Spectrum, 
and "Ultimate—Play the 
Game" was born. 
Ultimate was to attain 
near-legendary status 
among game players and 
critics alike over the next 
few years and it set out to 
establish its name from 
the very start with the 
launch of Jet-Pac in the 
summer of '83. This first 
release was a massive 
hit, selling 300,000 
copies over a small UK 
user base, a practically 
unheard-of figure at that 
point in time. A string of 
14 hit games followed, 
mainly on the Spectrum 
between "83-786, each 
one earning critical 
acclaim and huge sales. 
Games such as Pssst, Atic 
Atac, KnightLore (pioneer- 
ing isometric title), 
SabreWulf and 
UnderWurlde would rank 
among the all-time 8-bit 
classics and leave 
Ultimate with the reputa- 
tion as the most enigmat- 
ic, quietly confident and 
successful force in the 
business. 


Q: Rare has made games 
for other publishers for 


years. Which ones were 
they? 

A: Rare has produced 
games for Acclaim, 
Tradewest, MB Games, 
Konami, Gametek and 
even Sega. 


Q: Tell us about how Rare 
became the first non- 
Japanese official develop- 
er for the 8-bit NES. 

A: In the UK, software 
piracy had become a huge 
problem on home comput- 
ers, so the Stampers 
sought out another game 
machine which could per- 
haps help solve this prob- 
lem for them. It was at 
this time that the 8-bit 
NES was starting to take 
off, and, seeing the huge 
potential in this console, 
the Stampers set about 
reverse-engineering the 
NES and producing a 
demo to show to 
Nintendo. 

When Nintendo saw 
what the Stampers were 
capable of doing without 
the assistance of any of 
the manuals or support 
normally supplied by 
them, they immediately 
gained Nintendo's full 
approval and went on to 
become the first official 
non-Japanese developer 
for the system. 


Q: How did Battletoads for 
the NES come about? And 
what about the SNES and 
arcade versions as well? 
A: Battletoads came about 
in our quest to find a suc- 
cesstul series of games 
based around popular 
characters which we had 
created ourselves. The 
NES version was a great 
success but the SNES and 
coin-op versions came а 
little too late to follow up 
on the popularity that the 
8-bit version had 

attained. 


Q: Could there be anoth- 
er Battletoads game in 
our future? 

A: There could, but it's 
very unlikely! 


Q: Tell us the story of 
DKC. How did that project 
come about? 

A: DKC came about after a 
couple of year's research 
by ourselves into 3D 
graphics and converting 
them from high end 
Silicon Graphics hardware 
to home consoles. The 
problem was obviously 
managing to maintain a 
truly impressive image 
from a $100,000 piece of 
hardware to a $150 SNES! 


ON TO THE FUTURE 
Q: What do you think of 
the Virtual Boy? 
A: The Virtual Boy is a 
very ambitious project 
which has entered a com- 
petitive arena of home 
systems and handhelds 
which are 


already very well estab- 
lished. 

Virtual Boy is without a 
doubt a powerful system, 
which has yet to see that 
special game that man- 
ages to sell a new piece 
of hardware in any great 
number, but if anyone can 
produce that game, 
Nintendo can. 


Q: Do you have any titles 
in development for it? 

A: We have no titles in 
development for it. 


Q: What was it like work- 
ing so early in the 
Nintendo64 project? 

A: It was and still is a 
very exciting time to be 
developing on the 
Nintendo64. It's going to 
open up a whole new 
world of gaming to both 
the older and younger 
generations of game play- 
ers out there. 


Q: Did you have any direct 
involvement or input in 
the design of the 
Nintendo64? 

A: There was no direct 
involvement but Nintendo 
was always keen and will- 
ing to hear our opinions 
on the next level of video 
game hardware. 


Q: When did you first start 
N64 development? 
A: Just over a year ago. 


Q: Were you involved with 
the 64DD (bulky drive) in 
any way? 

A: None whatsoever. 


Q: How difficult do you 
feel it is to develop for the 
N64, in general and in 
comparison to the Saturn 
and PlayStation? 
A: It's inevitable that 
you'll face some problems 
when developing on new 
hardware, but with the 
Nintendo64 we can hon- 
estly say that the posi- 
tives far outweigh the 
negatives. 

As for the Saturn and 
PlayStation, no one here 


is qualified to give an 
answer, as nobody has 
attempted to develop for 
either system, so we 
would simply be giving 
other developer's points 
of view. 


Q: What are some of the 
things you can do or per- 
form on a N64 that you 
can't do on a Saturn or a 
PlayStation? 

A: We could answer this 
question in great detail, 
listing the numerous fea- 
tures that make competi- 
tors consoles shrink in 
fear at the sheer power of 
the Nintendo64. But 
unfortunately, due to con- 
fidentiality agreements, 
you'll just have to believe 
us when we say, in perfor- 
mance terms, the 
Nintendo64 is the best. 


0: What are the biggest 
challenges of N64 devel- 
opment? 

A: Meeting the potential 
of the machine. 


0: Will the 64DD solve 
some of the problems 
associated with cartridge 
development? 
A: No. People imagine 
the biggest challenge is 
fitting a game onto a car- 
tridge, but they're wrong. 
The 64DD will allow 
games that are 10 times 
bigger than the games 
possible on Nintendo64, 
but that doesn't mean that 
games on the Nintendo64 
will be small, by any 
means. People will per- 
haps be pleasantly sur- 
prised when they experi- 
ence them for them- 
selves and are able to 
compare them to CD 
games. 

You don't need 600 MB 
unless you want an hour 
of FMV! 


Q: What will you be able 
to do on the 64DD beyond 
making bigger games and 
rewriting information? 

A: Besides making bigger 
games and rewriting 
information, the implica- 
tions of having large, 
writable areas are that 
game players will be able 
to do certain unique 
things. For example, you 
can have a game that 
evolves with you, molded 
by you over the years, or 
a game where you create 
things instead of just 
playing, resulting in per- 
manent and unique envi- 
ronments that belong to 
you. You could have a 
game which learns from 
each person that plays it, 
then impersonates them 
as ЛІ characters later. 


Q: What games or types of 
games are you planning 
to develop on the 64DD? 
A: The best ones! 


Q: What Rare games can 
we look forward to in '96 
and beyond? 

A: As | said before, we 
can only mention the 
games which are already 
public knowledge 
(Blastdozer, GoldenEye, 
Ken Griffey's Winning Run 
and so on). 


0: Is 2D difficult to do on 
the N64/64DD? 

A: Not at all, and we don't 
intend to elaborate on this 
answer! 


Q: DKC3: When and on 
what platform(s)? 


A: Wait a sec! 

Q: What about KI3 or Ultra 
КІ2? 

А: As above. 


Q: What do you like about 
the 64DD, and what don't 
you like about it? 

A: Likes: It's fast and it's 
better than cartridge. 
Dislikes: It's smaller than 
CD and it's an add-on. 


Q: What do you like most 
about the N64, and what 
don't you like about it? 
A: Likes: It's the best and 
will be for ages. 

Dislikes: Not everybody 
has one yet. 


On behalf of all of us at 
GameFan Books, we 
would like to thank Rare 
for their cooperation, for 
taking the time to consid- 
er these questions and for 
creating the types of 
games that got us into 
this hobby to begin with. 
Our curiosity is simply a 
reflection of the love and 
enthusiasm we at 
GameFan books have for 
their games (and a reflec- 
tion of the juicy stuff 
Rare's fans are dying to 
hear). Rare and Nintendo 
literally have the entire 
gaming industry on the 
edge of their seats, anx- 
iously waiting to see what 
their next moves will be. 


Thank you, 
Andrew Cockburn 
Frank Martinez 
Kelly Rickards 


KIM Wo 
SPECIAL MOVES 
TORNADO KICK 
we + Any Kick 
FIRECRACKER 
ıı e + MP/FP 
SPLIT KICK 
Ly y + Fierce Kick 
FIREFLOWER 
vy > + Any Punch 
€UPER MOVES 
SNAP DRAGON 
фе yx + ЕР 
FIRECRACKER SUPER LINKER 
>x €> + Fierce Punch 
TORNADO KICK SUPER LINKER 
> e €2 + Fierce Kick 
SUPER AIR FIREFLOWER 
€¢ V 33€ + MP (In Air) 
SHADOW MOVE 
> J «> + Fierce Kick 
BREAKER 
2 V + Punch or Kick 
ULTRA 
y x2 + Quick Kick 
MIN! ULTRA 
V e € + Quick Kick 
NO MERCV 
€2€wv ل‎ x24 МК 
ULTIMATE 
€v мәе + DR 
AIR DOUBLE 
y x2 + Any Punch 
бЕТ UP MOVE 
>» + Any Punch 


SPIDAL 


SPECIAL MOVES 
SKELEPORT 
Ve € + Any Kick 
SKELESKEWER 
V x2 + Medium Punch 
FLAME BLADE 
Y x2 + Fierce Punch 
€KULL SKRAPE 
V Y + Fierce Kick 


POWER DEVOUR 
€ + Quick Punch 
€0UL DRAIN 
y x2 + Quick Punch 
SUPER MOVES 
GRIM REAPER 
Ve et Vx + ЕР 
FLAME BLADE SUPER LINKER 
эз e «> + Fierce Punch 
SKULL SKRAPE SUPER LINKER 
ег V «2€ + Fierce Kick 
SKULL FIREBALL 
yeee V NƏ + MK/FK 
BREAKER 
y e € + Punch or Kick 
ULTRA 
>x € «Fierce Punch 
MIN! ULTRA 
< V x> + Fierce Punch 
NO MERCY 
„мә мә + ОР 
ULTIMATE 
VV + OK 
GET UP MOVE 
V + Fierce Punch 


SABREWOLF 
SPECIAL MOVES 
SABRE SPIN 
<> + Medium Kick 
SABRE WHEEL 
<> + Medium Punch 
SABRE POUNCE 
€- 4 Fierce Punch 
SABRE HOWL 
<> + Quick Punch 
SABRE ЕСІР 
<> + Fierce Kick 
SUPER MOVES 
LUPUS LOOPY 
vv €> + Fierce Kick 


SABRE WHEEL SUPER LINKER 


LES + МР‏ ل یاج 


SABRE SPIN SUPER LINKER 


>x LES + МК 


ULTRA 
эз v € + Medium Punch 


SABRE QUAKE 
эмее + ЕР (In Air) 


SABRE FIREBALL MIN! ULTRA 
әм е «FP € V S> + Medium Punch 
BREAKER NO MERCY 
<> + Punch or Kick €“ V 32€v Vx» + МР 
ca ULTIMATE 
<> + Quick Kick 2 V + Medium Kick 
MIN! шуед ШЕБИНЕ 
>< + Quick Kick ey айза 
Hold ОР EE ар әү чүш 
ULTIMATE GLACIOS 
Hold FK (2 Sec.), Release FK SPECIAL MOVES 
ate DOUBLE COLD SHOULDER 
>€ + Any Punch y x2 + Medium Punch 
GET UP MOVE CIRUIDIZE 
<> + Fierce Kick Узэ + Any Kick 
1су GRIP 
TOSK V S> + Quick Punch 
SPECIAL MOVES ARETIC BLAST 
BOOT KICK y e € + Any Punch 


ісе LANCE 
V x2 + Fierce Punch 
SUPER MOVES 
SUPER ARCTIC BLAST 
avi €> + Fierce Punch 
COLD SHOULDER SUPER LINKER 


ude + Any Kick 
WEB OF DEATH 
we + Fierce Punch 
SKULL SPLITTER 
V Y + Fierce Kick 


CONQUEROR €v V 2€ + МР 
2 V + Any Punch LIQUIDIZE NE 
BACK STAR 


ег y xe + Fierce Kick 
SUPER THROW 
€¢ V >< + Quick Punch 


эмее + Quick Punch 
SUPER MOVES 


THE DESTROYER BREAKER 
Vice Vw « FP Y S> + Punch or Kick 
BOOT KICK SUPER LINKER ULTRA 
> «> + Fierce Kick V NƏ + Quick Kick 
WEB OF DEATH SUPER LINKER MINI ULTRA 
€¢ V «2€ + Fierce Punch Ve € + Quick Kick 
SHADOW MOVE NO MERCY 
€¢ V «2€ + Fierce Kick «үи + 0K 
FLAME BLADE ULTIMATE 
ev y 32€ + Quick Kick Ve € + Medium Kick 
GET UP MOVE 


BREAKER 


2 V + Punch or Kick V NƏ + Fierce Kick 


FULGORE 


SPECIAL MOVES 
CYBER DASH 
< V 32 + MKFK 
ELECTRO REFLECT 
y e € + Quick Kick 
EVE LACER 
uye + МР/ЕР 
PLASMA SLICE 
— y + Any Punch 
LACER STORM 
Y x2 + Any Punch 
SUPER MOVES 
SUPER PLASMA SLICE 
peer V NƏ + FP 
ELECTRO REFLECT SUPER LINKER 
> LES + Quick Kick 
CYBER DASH SUPER LINKER 
€¢ Vu de «Fierce Kick 
BREAKER 
>» + Punch or Kick 
ULTRA 
эз + Quick Kick 
MINI ULTRA 
2 V + Quick Punch 
NO MERCV 
€v V >€ + МР 
ULTIMATE 
Charge? € y «2 + МК 
AIR DOUBLE 
2 V s + Any Punch 
GET UP MOVE 
2 x + Any Punch 


Р. ORCHID 


SPECIAL MOVES 
FUK FLAK 
зуи + Апу Kick 
SAN 
`Z + МР/ЕР 
TIGER SLIDE 
Ey + Any Kick 
AIR BUSTER 
3 Y + Any Kick 
TONFA FIRE 
y мә + Any Punch 
€UPER MOVES 
GYRO KYAKU 
Ve € V NƏ + Fierce Kick 
ICHI N! SAN SUPER LINKER 
€¢ V «€ «Fierce Punch 


FIRE CAT SUPER LINKER 
эме € + Medium Kick 
BREAKER 
эм + Punch or Kick 
ULTRA 
V Vs + Quick Kick 
MIN! ULTRA 
ум + Fierce Punch 
NO MERCV 
Charge€ 2 Yt + MK 
AIR DOUBLE 
V € + Any Kick 
GET UP MOVE 
эм + Any Kick 


JAGO 
SPECIAL MOVES 
WINDKICK 
ude + Any Kick 
LACER BLADE 
we «Fierce Punch 
NINJA SLIDE 
(уз + Any Kick 
ENDOKUKEN 
y x2 + Any Punch 
TIGER FURV 
> + Any Punch 
SUPER MOVES 
TIGER THRASH 
peer V + FP 
NINJA SLIDE SUPER LINKER 
€v V >< + Fierce Kick 
WINDKICK SUPER LINKER 
AMV e €2 + Medium Kick 
BREAKER 
эз + Punch or Kick 
ULTRA 
ule + Quick Kick 
MIN! ULTRA 
V V + Quick Kick 
NO MERCV 
әм LES + МР 
ULTIMATE 
2 V + Fierce Kick 
AIR DOUBLE 
ude + Any Kick 
GET UP MOVE 
2 V ` + Any Punch 


тауа 


SPECIAL MOVES 
FLIP KICK 
<> + Medium Kick 
SAVAGE BLADES 
<> + Medium Punch 
MANTIS 
<> + Fierce Punch 
JUNGLE LEAP 
€- 4 Fierce Kick 
COBRA BITE 
€ + Quick Punch 
SUPER MOVES 
TREE CUTTER 
>% yz €> + Fierce Kick 
FLIP KICK SUPER LINKER 
داچ‎ ye €< + Medium Kick 
SAVAGE BLADE SUPER LINKER 
эме €> + МР 
SHADOW MOVE 
> £ €5 + Fierce Punch 
BREAKER 
<> + Punch or Kick 
ULTRA 
€ + Fierce Kick 
MIN! ULTRA 
€ + Fierce Punch 
NO MERCV 
eeu xe + 0P 
ULTIMATE 
>x ل‎ e €> + Quick Kick 
AIR DOUBLE 
€ + Any Kick 
GET UP MOVE 
<> + Quick Punch 


TJ COMBO 


SPECIAL MOVES 
TJ TREMOR 
<> + Medium Kick 
SPINFIST 
<> + Quick Punch 
ROLLERCOASTER 
<> + Medium Punch 


POWERLINE 
<> + Fierce Punch 
SKULL CRUSHER 
<> + Fierce Kick 
CYCLONE 
Hold FP, Release FP 
<> + Fierce Punch 
SUPER MOVES 
SPINFIST SUPER LINKER 
ANN LES + Quick Punch 
ROLLERCOASTER SUPER LINKER 
>x LES + МР 
SUPER TJ TREMOR 
> v< + MK (In Air) 
SHADOW MOVE 
эм LES + МР 
BREAKER 
<> + Punch or Kick 
ULTRA 
€ + Fierce Punch 
MIN! ULTRA 
<> + Fierce Kick 
NO MERCV 
Charge> w 4e € + ЕК 
ULTIMATE 
Hold FK (2 Sec.), Release FK 
AIR DOUBLE 
€ + Any Kick 
GET UP MOVE 
<> + Any Kick 


WEB OF DEATH | SKULL SPLITTER | BOOT KICK 


COUNTERS 


E Boor kek | WEB OF DEATH | SKULL SPLITTER 


[TeEWab еі | Fieeceacuer | «ват йек | 
maer _|eavace Braves мате || 
"oram | <a | Trece cine | 
| wotlk | ШІЛІГІ | мал eume | 
Stam) emer | deeem | 
nee) super Iesse) 
| eneee uneen | coser cm | өзге pounce | 
[скєгєскємЕЕ | Fiame Bunde | skutt екелее | 
[ BERDAM | Su SMELD/EYE сес | 


[FIRECRACKER | SPLIT KICK | TORNADO KICK 


COUNTERS 
[voewavo ек | rırecnaeuer | cum дек | 
eer | ve» оғ veara Të ертте 
онаа envase zımes | мамте | 
[нин | «m | recestpe | 
ТЕСТІГЕ case suave | nina sume | 
em еноиреЕ | maner Lass 
Comes zouge | rowenconsveR | 
| camee weet | сазге con | camee Pounce 
| keteskevee | Flame Bone | etuut creare | 
| BERDAM | Plasma SHIELD/EYE LASER | 


[SAVAGE BLADES MANTIS ЕРЕК | 


COUNTERS 


| крик [savace Buaves | маме | 
| воо ек | vea or ver [stu sume! 
p | Faced | — cow _ricer cue | 
| memek | azer nosse | NIN sume | 
[O еноирЕе | mmer Sr 
| ee мне | өзге cm | care pounce | 
ЕПТІЛІГІ | rave acave шш. evene | 


| N | TIGER SLIDE LIK FLAK 


COUNTERS 


rene pun | | meet sume | 
—roswape wien | гееселекее amer | 
ege [sauce reves | manne | 
Serge | ve or vearw [еши nummer] 
| DRE | caser save | waa sum | 
Sang) deze LS 
| revo | ege — [gsttegeoneret | 
EE 

[sueteeuEueg. | Fane cave | skutt creare | 
š 


CASER BLADE | NINJA SLIDE WINDKICK 


COUNTERS 


wire | case sine | мм sume | 

- [rosae ie | rieeceacxer | ерат йек | 
[Fup Kiek _|savace асаре | икте | 
[киик a | ricer sume | 
eom enoue | oons | revere | 
Гэттеемов | spines | RowencoasreR | 
[EKECESKEWER | Flame Bcave | SKULL curae | 

€ 


LIQUIDIZE ICY GRIP ` | COLD SHOULDER 


COUNTERS 


“(Есір HOUDER | (шимге Leen | 
[TORNADO KICK | FIRECRACKER | “PO Riek | 
| FUP xten|savace rimes] mantis | 


[wp | caser acave | ninia tive 


x BOOT KICK WEB OF DEATH | SKULL SPLITTER 


БЕЛІП ЕЕ sewers | rowercogsrer | 
[скегесшЕмЕЕ | Flame sung | екиши. suene | 
ere DASH | PLASMA SHIELD | eye Laser | 


М SPINFICT 7] ROLLERCOASTER | TY TREMOR 


COUNTERS 


TITREMOR | sPpınrıst | ROLLERCOASTER 
TORNADO Kick | FIRECRACKER | eut uer | 


| Fup wien [cavace acaves | mantis | 


Eeer coser sue Cu sume | 
-|éetpeuoutpER | (миг. | кубы | 


WEB OF DEATH | SKULL SPLITTER 
SABRE WHEEL | SARRE SPIN | SABRE POUNCE 
| SKELESKEWER | FLAME BLADE | SKULL SKRAPE 


Cl SABRE ¿PIN | SARRE POUNCE | SABRE WHEEL 


COUNTERS 
| ADEE WHEEL | сазе сәһ | spare pounce | 
ЕСІТТІТТЕ rreccracver | spur йек | 
[китк слое avec | manne | 

[ишик | can — | Trece suse | 
Бома | cacen some | NIN sume | 
БЕЛІП ЕЕ ШЕСПІЛЕШЕСТІСІЛІ 
сескене | Ferme suave | еки ekere | 


FLAME BUADE | SKULL SKRAPE | CKELESKEWER 


COUNTERS 


[шешенке | нане sive eer 
[TORNADO Klek | Firecracker | «рата | 
Peewee селге scaves | німі | 
| eee | a | ricer curve | 
[wine | cacee sce | waa sume | 
[си ениш: | emer | уде | 
Гэттекибе | ewe | Rowenconeree | 


PLASMA SHIELD | EVE LASER CYBER DASH 


COUNTERS 


| eve aser | 
[TORNADO Kick PIREGRACUER | Pu! kick | 
[FUP KEK EA - макте | 
БЕЛГІЛІ o | 


[минск | racer sone ETA 


Er: | eumee | уыр | 
| BEE WHEEL | сөзге son [esae POUNCE 
[suetesueueg | Finne BLADE | exuce curse | 


_ Boor kien | WEB or DEATH | SKULL SPLITTER 
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